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ABSTRACT 

Thirty-two games and simulations relating to consumer 
education comprise this annotated bibliography designed to aid the 
teacher of adult basic education students and others in their search 
for teaching devices. Topics covered in the various simulations 
include money management, insurance, credit, credit unions, consumer 
law, consumer frauds, economics, ecology, clothing, housing, 
automobiles, and decision-making. Each of the 32 games is evaluated 
for its educational possibilities, student interest, and physical 
characteristics by an evaluation instrument specifically designed for 
this purpose. The questions in the evaluation are not weighted, as 
their importance will vary for each teacher and class. Ail the 
games/simulations have been played at least twice by high school 
students, graduate assistants, and other adults. Information on the 
publisher, date, cost, suggested number of players, and reading level 
is also included. (Author/JR) 



INTRODUCTION 



yisi con tiwm\i 



This bibliography of games and elniulatlons Is designed to aid the teachers 
of Adult Basic rducatlon students and others in their search for teaching devices 
of this kind in the area of consumer education. It consists of the evaluation aud 
an annotation for each game and Simula cion. For purposes of this study consuner 
education was defined broadly^ and the consumer aspects of many kinds of decisions 
were considered relevant • 

We believe that games and simulations are two separate techniques of teaching 
and have used the following definitions for each: 

game: a contest conducted according to set rules and undertaken 

in pursuit of educational (or learning) objectives as well as 
for enjoyment, 

simulation: a pretense of an actual (or life) situation for the purpose 
of attaining some educational objective • 

In our search for those games and simulations we contacted publishing coopanleBy 
manufacturers, developers , ard individuals all of whom take a special interest in 

the use of ganies and simulations teaching devices » 

The three page evaluation inntrament urod was designed specifically for this 
project. The following three sources v?ere consulted for the development of the 
instrument and ^(>me questions trerc adapted for cur use: 

Choo-^mg Techx:iquGS for Teaching and Learning, Hazel T. Spitze 
A Guide for Simulation Design, Adair & Foster 

A Guide for Evaluatlrg Classroom Simulation and Games, George Gaines 

The questions in the evaluation instrument are not weighted as their impor- 
tance will vary for each teacher and class. In general, the more x*8 in the ^^yps^^ 
column, the better th*^ game. HovTc^ver jome of the questions in the instrument may 
not be extremely important and/or apprc^^riPte for all classes. Therefore, it is 
suggested that teachers read each quentiou and decide which, if any, are not 
appropriate for their students. 

The reading levels for each game are stated at the top of each evaluation and 
were arrived at through use of the Gunning Formula. 

All of the games and simulations included have been played at least twice* 
Those people who have played include high school students, graduate assistants, 
and other adults. 

We would like to extend our appreciation to all those who have assisted us 
in this project. A special thanks to John Hatfield, Project Director, Adult Basic 
Education - Staff Development, Region V, for helping us to obtain many of the games 
and simulations and to all the publishing companies that sent us complimentary copies 
of their materials. Also, v;e would like to thank the graduate assistants and the 
students of Arthur High School, Arthur, Illinois, for participating in the games and 
simulations and for sharing with us their observations. 
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THli BUDGETING GAME 



Publisher Chanping Time?; Education Se rvice 

Publication Date 1971 

Cost $22>50 

(Included in resource kit Money Management) 
Cannot be purchased separately. 

EDUCATIONAL P03SIJT1 TTIES 
I* Is the Inf oruiati'^n accurate? 



Suggested Number of Players 4-16 



*See Stiident Interest, question 4 
Reading Level required to read rules 
-^t ing Level required to play game 6.0 



2. Objectives 

a. Are teaching objectl\,es clear? Not stated. 



o 

2; 



0) 

I 



CO 



h. Arc t«!»chlng objectives relevant to targeted student 
grcvrn? ^To targeted group stated. 



X 



3^ Is gar^i ban^d on rcal-llfe situations and decisions? 



4« Does vir.nln<', require Icnc^ledge rcther than luck? 



5. Does the ^'^riie Ir.prove attitudes toward learning? 



6. Doea Lh^ paasc rcc;uirc high levels of cognitive behavior? 



7. Time 



a. Is the tine required to play the game reasonable 
in ternu of norinx-^1 classroom periods (40 min*)? 



b. Can the ^ame be a:la^/ted to different Lime limits easily? 



c. Do^D the t^na^jnt of lej^rnlng juFtify the time spent in 
prcparjr^ students to pl^iy the game? 



d. Does t^c ar^aiuil: oi learning justify the time spent in 
playing the goc:c? 



8* Flexibility 

a. Can game be adapted to appeal to dllfen^nt 
age groups and retain its educational value? 



b. can the game content be changed to meet the needs of 
dilfrrert abllit" levels within age groups and retain 
its educntionnl vnlue? 



9* Does tha gcme teach or test, i,c., can rhe gamt* b^i played 
without bcckground lecirnlng? 



10. Mathematical CaUuIationri 

a. Is the game constructed sa na to eliminate the need 
icr rr^ thematicai calcu^arionf^? 
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EDUCATIONAL POSblBILI'iTES - CcntM. 

If math is rcruired, i^hat calculatlon.^^i are used? 
Addition, cubtrnction 


No 




Somewhat 




Yes 


STUDENT INTEREST 

1. Is the game aesthetically appealing? (colors, artwork, etc.) 












2. Docs it appear that studenLC will remain actively involved and 
motivated without prodding or encourageu^er.t by instructor? 






X 






3. Is gar.a constructed 550 competition does not interfere with 
learning? 










X 


*4. Number of Players 

a. Can the game played by both individuals and teams? 










X 


b. Can «11 perticipat2 actively? 










X 


c. can it be pl£»yec1 by only oe? (solitaire version) 






X 






d* Can the game be playeu without teacher supervision? 






X 






5# Rules and Direct ionn 

a. Are the rules and directions concise? 








X 




b. Are tho rules and directions fully explanatory of the game? 








X 




c* Aro the rules and dir'^ctions easily understood? 








V 




d* Are auggentioris rade to the teacher for summarizing the 
contend Ijarned in the 2^^^'^? 








K 




PHYSICAL CHAPs/^CTEPJSTICS 

1* Is the game 2asy to store? {In it self-contained? Can it fit 
into file cabinets, drawers, nhelves, or other areas accessible 
to the classroon teacho^?) 










X 


2, Use and Durability 

a. Will parts of the ;jaire last over a period of time? (Are 
game parts i.ac :i of 'Jurable mnteri^.ls? Will the effect of 
h^at, cold, and huniidity be negligible upon the materials 
and the usability of che game?) 










X 


b* In use, do the nr/ Ls function v;ell? 










X 
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PHYSirAL CHARACTERISTICS - Cont'd. 



3. Physically Handicapped (Blind, Spastic, Deaf, Paraplegic) 



a. 



Could a physically hr.ndicQpped peracn play thfc game? 
(I.e., taking; into account thc.t another student could 
epln a spinner, throw and/or read dice, move tokens, etc., 
for the handicapped person if necessary, would the game 
then be playable to the handicapped?) 



b. 



Could the game be raodified for. the physically handicapped? 
(E.g., rarda, p^per money, etc., can easily be adapted 
for blind students by usins a ctylus.) 



c. 



Could a physically handicappod person play the solitaire 
version of the carce, If any? (taking into account the 
nodlficationa sujrsesta'l in 3.b.) 



4. Consumble Materinla 



a. Are consumable maiieriola In'-^r.pensively replaced? 



Appro::ir.nte replaccmen': coct of consumable materiala 
Corsunttble materit'.la mg.y be duplicated., 



b. Could a quick substitution be made for each part of the 
game if the nesd vjould arise? Or can the game be played 
with missing parto? 



c. Are play inn; pieces unlikely tc disappear? 



5. Extra Equiptr.cr.t 



a. 



Is the gana constructr.d so as to eliminate the need for 
extra equipTr.tat such as overhead projectors, filmstrip 
machine, etc? 



If equipment is r.ececaary, what kinds? 




o 

S5 



4J 



o 

CO 




soae cm 



The BUDGETING GAME is included in tlie resoitrce kit Money Manggement and cannot be purchased 
separately. It requires rr.-oy^rs to make joint decisions about a midfile Income family and 
their financial aituatlon. Each round or monch the family must draw a situation card and pay 
accordingly. The object is to satisfy ths family's needs and pay for all the expenae without 
gr Ing bankrupt. This gpma is not unnecosaarily complex and there Is only one form (a budget 
worksheet) to be filled by the students. Adult students could find this to be a valuable 
le.irnlng -ievice for budgeting cad decioion making. The variations from month to month are 
80 slight that studentq may not be stimulated. Most decisions are made in the beginning 
of the playing. 
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PuollBher Pf' Peter Yacyk 
Publication Date 19 71 

C08t $^-00 



TEACHER'S PACKET OF BUSINES S 
CROSSWORD TUZZLES 

Suggested Number of Players Indefinite 

*See Student Interest, question 4 

Reeding Level required to read rules No ru le'! 

Reading Level required to play game 9.2 



EDliCATIONAL POSSIIilLITIES 
1. IB the information accurate? 


0 




Somewhat 




Qi 
X 


2. Objectives 

a. Are tefichinc objectives clear? 










X 


b. Are teaching objectives relevant to targeted student 
group? targeted group indicated. 












3« Is game baoi^d on real-life situations and decisioas? 


X 










4. Does winning reouire knowledge rather than luck? 






X 






Does the gar.e improve Btlitudes toward learning? 






X 






6. Does the ganf» require high levels of cognitive behavior? 


X 










?• Time 

a. Is the tix2 refjuirpd to play the game reasonable 
in terras of normal classroom periods (40 min.)? 










X 


b. Can the ?ame be adapted to different time limits easily? 












c. Does the nno^mt .o.€ lenrning justify the time spent in 
preparing rtrdents to play the game? 










X 


d. Does the anount of learning justify the time spent in 
playing the game? 










X 


8. Flexibility 

a. Can the garc be ?ida?ted to appeal to different 
age group'', nnd retain its educational value? 


X 










b. Can the game content be changed to meet the needs of 
different ability levels within age groups and retain 
Its educational value? 


X 








— *— 


9. Does the grre teach or test, i.e., can the game be played 
without bacUgrount learning? 


X 










10. MatheitiflticAl Cnlculations 

a. Is the gatr.f^ construct ed so as to eliminate the need 
for mthem'jtical calculations? 
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EDUCATIOML POSSIBILITIES - Cont'd. 

b. If math is required, v;hnt calculations nre used? 


o 




m 

0 

o 

CO 

'/I 


7/ 


>^ 

''/j 


STUDENT INTEREST 
1. Is the game aenthptically appealing? (colors, artwork, etc.) 


\ 




X 






2^ Does it i,ppear that students will remain actively involved and 
motivated without prodding or encouragement by instructor? 








X 




3. Is game constructed so competition does not interfere with 
learning? 










X 


Number of P layer n 

a. Can the game be played by both individuals and teams? 










X 


b. Can all participate actively? 










X 


c. Can it be played by only one? (solitaire version) 










X 


d. Can the p,t^n:e be playec' v/ithout teacher supervision? 










X 


5^ Rules and Directions 

a. Are '.he rules and directions concise? given 












b. Are the rules and directions fully explanatory of the game? 












Co Are the rules and directions easily understood? 












d. Are suggestions r^ida to the teacher for summarizing the 
content lerrned \x\ the ga.iie? 




X 








PHYSICAL CHARACTERISTICS 

1. Is the gctre easy to store? (Is it self -contained? Can it fit 
into file cabinets, drawer.?, shelves, or other areas accessible 
to the classroom teacher?) 










X 


2. Use and Durability 

a, v;ill parts of the game last over a period ot time? (Are 
game parts made jf durable materials? Will the effect of 
heat, cold, and humidity be negligible upon the materials 
and the usability ot the i^atne?) 










X 


b. In use, do the parts function well? 










X 
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PHYSICAL CHARACTERISTICS - Cont'd. 

3* Physically Handicapped (Bli'-nd, Spastic, Deaf, Paraplegic) 

d. Could a physically hand5,capped person play the game? 
(I.e., taking into account that another student could 
spin a spinner, throi; and/or read dice, move tokens, etc,, 
for the handicapped person if necessary, would the game 
then be playable to /.i^ handicapped?) 



b* Could the game be modified for the physically handicapped? 
(E.g,, cards, paper money, etc., ccn easily b^ adapted 
for blind students by using a stylus.) 



Could a physically handicapped person play the solitaire 
version of the game, if any? (taking into account the 
modifications suggested in 3.b.) 



A* Consumable Materials 

a. Are consumable materials inexpensively replaced? 
Teacher may duplicate consumable Tnaterials, 



Approximate replacjinent cost of consumable materials 



b. Cculd a quic!: suL.stitui:ion be r:»ado for each part of the 
game if the need would arise? Or can the ^ame be played 
with missing i^^rtr? 



Co Are playing piecf^s unlikely to r^iBappear' 



5* Extra Equipment 



Is the game constructed .^o as to eliminate the need for 
extra equipment such overhead projectors, filmstrip 
machine, etc.? 



o 



x 



c\5 

x: 

n 

o 




0) 



sotne of 
them 



b. If equipment Is necessary, what kinds? Duplicating 
machine needr^d for copies o2 consumable materials. 




The TEACHERS PACKET 0' BUSINESS CR0SSV70RD PUZZLES contains eleven puzzles each concerned 
with a different area- Those puzzles most directly related to consumer education are 
Credit, Consumer Protection, !loney and Banking, and Consumer and the Law, although the 
latter is quite technica;'. , Ench crossword puzzle consists of approximately ninety terms 
ranging from basic, simple concftpts to relatively difficult ones, A teacher of Adult 
Basic Education students could onlt the more difficult terms from the puzzles to make 
them more workable for the studcntG, 
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THE CALORIE GAME 



Pub 1 Ishe r Graphlca Co. 
Publication Date 1972 



Suggested Number of Players 



•Cost $9,95 postpaid (If purchased 
with dne copy of the Nutrition Game 
$18,75. ) 



*See Student Interest, question 4 
Reading Level required to read rules 5*3 
Reading Level required to play game 6 . 9 



BEST copy AVAIUBLE 

5DUCATI0NAL POSSIBILITIES 
1. Is the Infonsatlon accurate? 


0 

as 




Somevhat 




10 

«i 

A 


2, Objectives 

a. Are teaching objectives clear? 










X 


b. Arf) teaching objectives relevant to targeted student 
«^^^ children or adults. 












3. Is game based on real-lif ^ situations and decisions? 










X 


4. Does winning require knowledge rather than luck? 










X 


5. Does the game improve attitudes toward learning? 










X 


6* Does the gsiae requlve high levels of cognitive behavior? 










X 


7. Time 

a« lo uhe time required to play the game reasonable 
in termn of normal classroom periods (40 min.)? 










X 


b. Ccn the game be adapted to different time limits eatiily? 










X 


c. Docs the amount of learning justify the time spent in 
preparing students to play the game? 










X 


d. Does the amount of learning justify the tisau spent In 
playing the game? 










X 


8. Flexibility 

a. Can the game be adapted to appeal to different 
age groups and retain its educational value? 










X 


b. Can the game content be changed to roeet the needs of 
different ability levels within age groups and retain 
its educational value? 










X 


9. Does the game teach or test, i,e,, can the game be played 
without beckground learning? 










X 


10. Mathematical Calculations 

a. Is the game constructed so as to eliminate the need 
for mathematical calculations? 


X 




1. . 
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EDUCATIONAL POSSIBILITIES - Cont'd. 

b. If tr.ath is required, what calculations are used? 
Subtracticn 


0 




Somewhat 




Yes 


STUDENT INTEREST 

1. Is the game aos thGticai.iy appealing? (colors, artwork, etc.) 










X 


2* Does it appear that students will remain actively involved and 
motivated without prodding or encouragement by instructor? 










X 


3. Is game constructed so competition does not interfere with 
learning? 










X 


Numoer or r layers 

a. Can th'^ gain.:^ bo played by both individuals and teams? 










X 


b* Can all participate actively? 






• 




X 


c# Can it be played by only one? (solitaire version) 










X 


d« Can the game be played v/ithout teacher supervision? 










X 


5. Rules and Directions 

a. Are the rules and directions concise? 










X 


b. Are the rules and directions fully explanatory of the game? 










X 


Co Are the rules and directions easily understood? 










X 


d. Are suggestions pcde uo the teacher for summarizing the 
content learned in the game? 










X 


PHYSICAL CHARACTERISTICS 

1. Is the game easy to storo? (Is it sn If -contained? Can it fit 
into file cablne':s, drawers, shelves, or other areas accessible 
to the classroom teacher?) 










X 


2. Use and Durability 

a. Will parts of the f;ame last over a period of time? (Are 
game parts ma^'o of durable materials? Will the effect of 
heat, cold, and humidity be negligible upon the materials 
and tho usability cf the game?) 










X 


b# In use, do tho parts function well? 










X 
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PHYSICAL CHARACTERISTICS - Cont'd. 

3, Physically Handicapped (Blind, Spastic, Deaf, Paraplegic) 



a. 



Could a physlcnlly handicenped person play the game? 
(I.e., tdclns into account thnt another student could 
spin a splnnar, threw (».nd/or rend dice, nove tokens, jitc, 
fcr tha handicapped person if rccesaary, would the game 
then be playAble to the handicapped?) 



b. 



Could the z&na bo modified for the physically handicapped? 
(E.g., carda, paper money, etc., can easily be adapted 
for blind students by using a stylus.) 



o 



I 

W5 



sone c m 



(0 
Q) 



Could a phyalcclly handiccppcd person play the solitaire 
version of the gaica, if any? (taking into account the 
modifications augpested in 3.b.) 



4. Consunuablc Materials 



A. 



Are con8_i"nQble materials inexpensively 
Consumaole m<\torlals tray, b». duplicated. 



replaced? 



Approximate rcplacemapt cort of consuir.able materials 



b. Could a quick substitution be made for each part of the 
game if the need \^ould arise? 0^: ccn the game . be played 
with missing parts? 




c. Are playing pieces unlikely to disappear? 



5. Extra Equipment 



a. Is the gar.G constructed r-o ao to eliminate the need for 
. extra eqv.:'.:ir.cnt such r.z overhead projectora, fllmstrlp 
machine, etc.? 



b. If equipment is np-cnsocryj what kinds? 

machine needed for consjuwablo r^itcrlais". 




t'l.ayers or itm ualOki^ UMin. nave the, option Oif bUyitig I ' aodb which thi/ (and m 
to acquire one hundred percent of nil r»if»ht nutrient . The foods are purchased 'with' 
calories. Players not only become rcquainted vrf.th caloric values of the foods but also 
the nutritional value, Thit carao is adaptable for different ages and ability levels 
of students. Included in the [^-imc arc sugg.^stionn for different methods of play, a solitaire 
version, and principles of nutrition which the pam**. can teach. Most Adult Basic Education 
students could easily play CALOIilE GAME f,nd learn a great deal of information about 
nutrition. 
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Publisher Washington State Universit y 
Publication Date n.d. 
Cost ' 



Suggested Number of Players 2-4 



*Seo Student interest, question 4 
Reading Level required to read ruleB 5.2 
Ueadins Level required to play game 6 . 1 



DUCATIONAL POSSIBILITIES 

1. Is the infonnation accurate? 


0 

»5 




u 

1 

0 


- 


(n 

>* 
X 


2. Objectives 

a. Are teaching objectives clear? stated. 












b. Are teachin'; objoctiveo relevant to targeted student 
group? Suitable for most groups and adults. 








X 




3« la gaae baned on real -lift! situations rnd decisions? 










X 


4* Does winning require Icncr^ledf^e rather than luck? 








X 




5# Does uhe jjawe irnrove attitudes toward learning? 










X 


6. DccB th« carts irfj^'iire high levels of cognitive behavior? 








X 




?• Time 

a* la the tine rnruirod co play the gane reasonable 
in terns of uorml classroom periods (40 min.)? 




X 








b. Can the gar:e bo. ndnpted to different time limits easily? 










X 


c. Does tho ar.ou?:xt of loarrins Justify the time spent in 
prr^psring rtudontn to play the game? 








X 




d. Does the arwnt of lo*:rning justify the tiino spent in 
playins the g.\n:c*? 








X 




8. Flexibility 

a. Can th'^ gare be adapted to anpeal to diifcrent 
age crcup'5 nnd ^ot^ln its educatloniil value? 




X 








b« Can the gAtne content b*^ changed to meet the needs of 
different nbtlit:;' levels r^ithin age {>,roup6 and retain 
its educational value? 








X 




9» Does the gair.c t'^'^x^h or test, i,e. , can the gamt* be niayed 
without backgrcunci Imrnxng? 










X 


.O4 Mnthematicnl Calculntionq 

a. Is th^. ga*^'^ cnnntvucte:) '^c as to eliminate the nef!d 
for r^the^^cticxi crlculntion'3? 


X 
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EDUCATIONAL POSSIBILITIES - Cont'd. 

b. If math is required, what calculations ere used? 
Addition* subtraction, multiplication 


c 

5?; 




Somewhat 




0) 


STUDENT INTEREST 

1. Is the game aesthetically appealing? (colors, artwork, etc.) 








X 




2. Does it appear that students will remain actively involved and 
motivated without prodding or encouragement by instructor? 








X 




3. Is game constructed so competition does not interfere with 
learning? 










X 


*4. Number of Players 

a. Can the gane be played by both individuals and teams? 










X 


b. Can all participate actively? 










X 


c# Can it be played by only one? (solitaire version) 










X 


d. Can the game be played without teacher supervision? 








X 




5. Rules and Directions 

a. Are the rules and directions concise? 










X 


b» Are the rules and directions fully explanatory of the game? 










X 


c* Are the rules and dirrclions easily understood? 










X 


d* Are suggestions made to the teacher for summarizing the 
content learned in the game? 


X 










PHYSICAL CHARACTERISTICS 

1, Is the game easy to store? (Is it self-contained? Can it fit 
into file cabinets, drawers, shelves, or other areas accessible 
to the classroom teacher?) 










X 


2, Use ar d Durability 

a« will parts of the game la<5t over a period of time? (Are 
game parts made of durable materials? Will the effect of 
heat, cold, and humidity be negligible upon the materials 
and the usability of the game?) 










X 


b. In use, do the parts function well? 










X 
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PHYSICAI. CHAEACTERISXIC3 - Cont»d, 

3, Physically llnndica^jpcri (Dlindo wSpantic, Deafi Pareplegic) 

a. Could a phyfjically hw^ndicrppec person play she game? 
(I«G«| takin3 intc cccoua:: thai aaoth:ir student could 
sp^.n a Gpinr^'jri throw and/or read dico-. inova tokens^ etc^i 
for the handicapped parcoa i:': noco.OQary, would the game 
then be playable ::c ,ae ha'iuilcappnd?) 



b* Could the era be nodifled for the physically handicapped? 
(E.g., cardsj pc^pcr r.oney^ etc., can Gasily be adapted 
for blind stude.^ts by uslnf; stylus •) 



o 



Could a physically handiccnpod person play thn solitaire 
version of thr^. L'^'^-i ^iuy? (talcing into account the 
modifications nuno^s ted in ^.h.) 



4* Consumable Materialo 



a* Are conourir.ble metcrials InexpensAVrjly renlncad? 



Approximate rcplaccir^nt cone of Cv'^nGumablp. *^rterials 
No tnej^r uctj.o;n gjLv r^ t o re plrcen^nc of cons u mabTe 
materials. 




b. Could a quick 5:obj':ituticn b3 n:".d2 for oach part of the 
gane if the need wc'»l^ a?:ipe? Or can ^hc g/*me be played 
with miacinc ;)arrr,? 



c% Are playip^T pincrs v^rliVo?/' to aix^n'p^iw? 



5. Extra Equip^nont 

a. Is tha pm^'^ constrv'.ci^Al ' -^/i t:> eli^rlnntc rh^ need for 

, extra ecu-lprent r.vrch an ove.rh-^-ad projccvorn> fi.lrastrip 
machine 0 etc.? 



bt If equip :!ier.t if. aoc^sanry^ ^Axat kirdc? 




I 



X 



(0 



so: ne 



X 



CHECKSTAND iG r. s^.rs abovt foo 
and buy their t.;3okly grocp.rte'^i 
number of servingr needed i.i • 
spending more - han thf^i c^\ot':': 
can familiarize students Ki':h 
servings), and compariroi ^\\or 
CHECKSTAND to be relativcily r^^ 
items such as clr;aretto.9, 
are listed la then end this: cc 



lvly'^,n^nshi^ In which players chose one of six families 
• To t^ln pl'^yero r.iust buy enough food to satisfy the 
ich of thr^ ^(aily ^lour food groups plus staples without 
i r^.o»!u" of ir.onry. CITECKSTAND is r flexible game and 
tl:r. ^cu-r :^oo 1 groups, nunbor of servings (not size of 
ping* Host AdulL Brstc Education students would find 
5y to ryiny -nd Understand* Gro/ areas represent 'Manger'' 
, -to, Px^T.-^vr s-cne nutritional foods such as milk, 
uld ro-^furo playerc* 
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THE GOMPIAINT GAME 



Publisher Changing Times Education Se rvlca 

Publication Date 197X 

Cost $22>50 Included in resource kit 
Money Management aud cannot be purchased 
separately* 

EDUCATIONAL POSSIBILITIES 
1. IB the information accurate? 



Suggested Number of Players 8 



"flfSee Student Interest, question 4 
Reading Level required to read rules 7>9 
Reading Level required to play gamejc 



o 



CO 

■s 
I 



CO 



2« Objectives 

a. Are teaching objectives clear? None stated 



b. Are teaching objectives relevant to targeted student 

nroOT? No targeted group stated but relevant to most 
^ ^ groups > I 



3* Is Q^me bt'iccd on real-life situaticms and decieions? 



4. Does x^lnnlng require knoi^ledge rather than luck? No winner. 



5. Does the gane improve attitudes toward learning? 



6. Does the c^tri! retfuire hiah levels of cognitive behavior? 



Time 

a. Is the tin?e required to play the game reasonable 
in terms of normal classroom periods (40 min*)? 



b. Can the came be adapted to different time limits easily? 



c. Does the amount of learning justify the time spent in 
preparing students to pl^^y the game? 



d. Does the an>ount of learning justify the time spent in 
playing the gane? 



8* Flexibility 

a. Can th«. gani**^ be adr.-ted to appeal to different 
age groups nnd retain its educational value? 



b. Can the game content be changed to meet the needs of 
different ability levels within age groups and retain 
its educational vnlue? 



9. Does the garr teach or test, i,e., can the game he pl.iyed 
without background learning? 



10. Mathematlccl Calculations 



a. lo the gams constructed so as to eliminate the need 
£or mathemat icAi calculations? 



X 



J ...J 
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EDUCATIONAL POSSIBILITIES - Cont'd. 

b. If math is required, \7hat calculationr are used? 


0 


'A 

LI 


>v Somewhat 


M. 


CO 

>^ 

/JJL 


STUDENT INTEREST 

1. Is the gamo aer? thetlcal j.y appealing? (colors, art\N;ork, etc*) 






X 






2. Dceo it appear that sturentj x7ill remain actively involved and 
motivated without prodding or encouragement by instructor? 










X 


3- Is game constructed so competition does not interfere with 

1 PA rn 1 no 9 










•> 


^3umhfir of Plavprcj 

a. Can the g:!!ne bo played by both individuals and teams? 






X 






b- Can all participate actively? 










X 


c. Can it bo played by only ore? (solitaire version) 


X 










A Pfln t'H'^ nftvn*^ rtlflvoH t,ti I'll r\ii t* t'pnfVi^t* ctiinoi^xr'f c •{ nn? 






X 






a. Are the rules and directions concise? 










X 


b. Are tha rules and directions fully ^explanatory of the ga-ne? 












c. Are th'^ rules r.nd directions easily understood? 












d. Are Dng^astion^ trade; to the teacher ^or nummr^.rtzing the 
content l^nrnod in th^* crme? 










X 


1« Is the garre earjy to Rtoro? (Is it self-contained? Can it fit 
into file cabinets, drawers, shelves, or other areas accessible 
to the clarsnroor. tcecher?) 










X 


2. Use and Durability 

a. Will parts of the p'^.tnc Irsc over a period of time? (Aru 
same parts m.i'I" of Jumble mnterxnlR" Will the effect of 
heat, cold, and hu^nidity be neglif^ible upon the materials 
and the r^^obility of tho gatro?) 










X 


b. In use, do th's nevtr; function well? 










X 



- 14 
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PHYSICAL CHARACTERISTICS - ContM. 

3. Physically Handicapped (Blind, Spaatlc, Deaf, Paraplegic) 

a. Could a physically handicapped person play the game? 
(I.e., taking into account that another student could 
spin a spinner, throw and/or read dice, move tokens, etc., 
for the handicapped person if necessary, would the game 
then be playable to the handicapped?) 

b* Could the game be modified for the physically handicapped? 
(E.g., cards, paper money, etc., can easily be adapted 
for blind students by us liig a stylus.) 

c. Could a physically handicapped person play the solitaire 
version of the game, if any? (taking into account the 
modifications suggested in 3.b.) 

4. Conaumable Materials 
a. Are consumable materials inexpensively replaced? 

.approximate replacement cost of consumable materials 



so ne c in 



b. Could a quick substitution be made for each part of the 
game if the need would arise? Or can the game be played 
with missing parts? 

c. Are playing pieces unlikely to disappear? 

5. Extra Equipment 

a. Is the game constructed so as to eliminate the need for 
, extra equipment such as overhead projectors, fllmstrip 
machine, etc.? 



b. If equipment is necessary, what kinds? 




THE COMPLAINT GAME is a role playing simulation about handling complaints. In each round 
the customer may complain to only three of the six store personnel in attempting to settle 
his complaint. For maximum learning students must be good at role playing since all the 
dialogue and action fre created by the players. THE COMPLAINT GAM is simply a role 
playing situation and since there is no winner or actual contest, might not by our 
deflnitlon.be: caJ.lea. a game. .It is included in the Resource Kit and cannot.be purchased 
separately. 



- IS - 
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CONSUMSR 



Publisher Western Publishing Company Suggested Number of Players H ■ 34 

Publication Date 1967. 1969 *See Student Interest, question 4 

Coat $30.00 Reading Level required to road rules__8 

Reading Level required to play game 7 . 3 



lOUCATIONAL POSSIBILITIES 
1« Is the Information accurate? 


0 




Somewhat 




CO 

>* 
X 


2* Objectives 

a. Are toaching objectives clear? 










X 


b. Are teaching object ivec relevant to targeted student 
group? 










X 


3* Xa gAne bnacd on real -life uitvaticma and decisions? 










V 


4* Does winning require knowledge rather than luck? 










X 


5. Does the game improve attitudes toward learning? 










X 


6. Does the gnirsj re<!;uirc high levels of cognitive behavior? 










X 


7, Time 

a. Is the timo required to pl^y the game reasonable 
In te rms of nornnl classrootn periods (40 ininO? 


X 










b^ can the pr.tne be adapted different time limits easily? 










X 


c. Does the ernount of lemming justify tlvi time spent in 
preparing ^tudentr to pley the game? 








X 




d. Does the cirount cf learning justify the time spent in 
playing the gare? 










X 


B. Tlexibilil:- 

a. Can the gaT.3 be r^laptod to appeal to different 
fige groups and retain ito editc.^tional value? 










X 


b« Can the game content be changed to meet the needs of 
different ability Icrels within age groups and retain 
its educntlcn**l vnlue? 








X 




9. Does the game teach or test, i*e., can the game be played 
without background I<«r4?;ninf5? 










X 


O4 Mathematical Calculatiors 

a. Is th^ gimo con<5trucLed ,^o as to eliminate the need 
for mfithetsrttical c-ticuUtions? 


X 




— ^ 
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EDUCATIONAL POSSIBILITIES - Cont'd, 

If math is required, what calculations are used? 
Addition, cvibcraction; Calculations of interest rates« 


0 




Somewhat 






STUDENT INTEREST 

1, Is the game aesthetically appealing? (colors > artwork^ etc) 










X 


2. Does it appear that students will remain actively involved and 
motivated without prodding or encouragement by instructor? 










X 


3, Is game constructed so competiticn does not interfere with 
learning? 










X 


*4# Number of Players 

a# Can the game be played by both Individuals and teams? 










X 


b# Can all participate actively? 










X 


c* Can it be played by only one? (solitaire version) 


X 











d. Can the gane be played without teacher supervision? 




X 








5# Rules and Directions 

a. Are the rules and directions concise? 


X 










b* Are the rules and direcriors fully explanatory of the game? 










X 


Co Are the rules and directions easily understood? 




X 








d. Are suggestions made to the teacher for summarizing the 
content learned In the g?.m.e? 










X 


PHYSICAL CHARACTERISTICS 

1. Is the game easy to store? (Is it self-contained? Can it fit 
into file cabinets^ drawers, shelves, or other areas accessible 
to the classroom teacher?) 










X 


2. Use and Durability 

a. Will parts of the game last over a period of time? (Ar«j 
game parts made of durable materials? Will the effect of 
heat, cold, and humidity be negligible upon the materials 
and the usability of the game?) 










X 


b. In use, do the parts function well? 










X 



- 17 - 




ERIC 



0U022 



PHYSICAL CHARACTERISTICS - ContM* 

3* Physically Handicapped (Bllndi Spastic, Deaf, Paraplegic) 



Could a physicr.lly handicapped person play the game? 
(Let, tokln ; into accou'^t that another student could 
spin a spir.'ir.r, throw and/or read dice, move tokens , etc^, 
for the handicapped person if necessary^ would the ga^ne 
then be playcble to tae handicapped?) 



b. Could tho. garni be modified for the physically handicapped? 
(E.g», cards, paper. money^ etc., can easily be adapted 
for blind stuionts by using a stylus.) 



Could a physically handicr^pped person play the solitaire 
version of tha game, if rr.y? (taking into account the 
modifications suggested in 3.b.) 



A. Consumable Materials 




a. Are consumable raterialc inexpensively replaced? 



Approxlma*-e replaceiP'^nt cos; of consiomable mat 
1 packet (incxudec T-2 p^-^ds of nil consumable 

materials) coats $/>0J> 



b. Could a quick aubstitution be made for each part of the 
game if the need would eriso? Or can the game be played 
with misGinp p'^rta? 



c. Are playins pircevH urlikely to disappear? 



5. Extra Equip:aent 



a. Is the ganie constructG'J. so ar to eliminate the need for 
, extra equipment 3uch rs overhead projectors, films trip 
machine, etc.? 



b# If equipment ?.s neoercary, v^hat kinds? 




o 




CO 

I 

B 
o 
en 



X 



0) 



80 ne can 



X 



CONSUMER is a detailer^. ir which th^. players must decide what to purchase, 

when to purchase the iteri, and tr.'ithort of payment* It requires a great deal of teacher 
preparation time pnd ctuJcnt prsparAtion time because of its complexity. The game 
teaches valuable l«P9ono on installment buying, credit, and budgeting all of which are 
particularly relcvr.nt to adult stu<^onts. However, it could possibly be too involved and 
difficult for 'somo Adult Basic: Ed. students. 
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CONSUMER REDRESS (adaptation 

for fewer 

Publisher Changing Times Education Se rvice Suggested Number o Players IS -f la pofii lble" 
Publication Date 1971 Student Interest, question 4 

Reading Level required to read rules 10>3 
Reading Level required to play game 6.4 



Cost $62>50 (Entire Resource Unit) 



:ducatiokal possibilitiss 

1* Is the inforoatioQ accurate? 


0 




u 

m 
8 

5 






2* Objectives 

a* Are teaching object ivea clear? 










X 


b« Are teaching objectives relevant to targeted student 
group? relevant to about any group of youth and adults. 










X 


3« I8 game based on real-life altuatloiis and decisions? 












4* Does vlnning require knowledge rather than luck? 












5. Does the game Improve attitudes toward learning? 








X 




6. Does the game require high levels of cognitive behavior? 








X 




7. Time 

a. Is the time requirec^ to play the game reasonable 
in terms of normal classroom periods (40 minO? 










X 


b. Car4 the game be adapted to different time limits easily? 








A 




c. Does the amount of learning justify the time spent in 
preparing students to play the game? 










X 


Does the amount of learning justify the time spent in 
playing the game? 










X 


8. Flexibility 

a. Can the game be adapted to appeal to different 
age groups and retain its educational value? 










X 


b. Can the game content be changed to meet the needs of 
different ability levels within age groups and retain 
its educational value? 




X 








9# Does the game teach or test^ i.e.^ can the game be played 
without bachground learning? 










X 


.Os Mathematical Calculations 

a. Is the game constructed so as to eliminate the need 
for matherxitical calculations? 










X 
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EDUCATIONAL POSSIBILITIES - Cont'd. 

b. If math Is required, whaL calculations are U5?ed? 


o 

// 


' 1 , 


4J 

1 

// 


/ 1 


^^^^ Yes 


STUDENT INTEREST 

!• Is the game aesthetically appealing? (colors, artwork, etc.) 








X 




2, Does it appear that students will remain actively Involved and 
motivated without proddinj^; or encouragement by instructor? 








X 




3. le game constructed so competition does nut interfere with 
learning? 








X 




*4. Number of Players 

a. Can the game be played by both individual? and teams? 










X 


b. Can all participate actively? 










X 


Cc Can it be played by only one? (solitaire version) 




X 


X 






d. Can the game be played without teacher supervision? 










X 


5. Rules and Directions 

a Are the rules and directions concise? 










X 


b# Are the rules and directions fully explanatory of the game? 










X 


Co Are che rules and directions easily understood? 










X 


d. Are suggestions nadc to the teacher for summarizing the 
content learned In the game? 










X 


PHYSICAL CHARACTERISTICS 

1, Is the game easy to store? (Ts it self-contained? Can it fit 
into file cabinets, drawers, shelves, or other areas accessible 
to the classroom teacher?) 










X 


2. Use and Durability 

a^ Will parts of the pame last over a period of cime? (Aro 
game parts mad': of durable materials? \Jill the effect of 
heat, cold, and humidity be nej^ligible upon the materials 
and the usability of the game?) 










X 


b. In use, do tho parts function well? 










X 

L 
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B£si copr mim 



PHYSICAL CHARACTERISTICS » ContM. 

3. Physically Handicapped (Blind, Spastic, Deaf, Paraplegic) 

a« Could a physically handicapped person play the game? 
(I.e., taking into account that another student could 
spin a spinner^ throw and/or read dice, move tokens, etc., 
for the handicapped person if necessary, would the game 
then be playable to the handicapped?) 



o 



CO 



o 



soiie can 



01 
0) 



b. Could the game be modified for the physically handicapped? 
(E.g., cards» paper money, etc., can easily be adapted 
for blind students by using a ^itylus.) 



c. Could a physically handicapped person play the solitaire 
version of the game> if any? (taking into account the 
modifications suggested in 3.b.) 



4. Consumable Materials 

a. Are consumable materials inexpensively replaced? 



Approximate replacement cost of consumable materials 




b. Could a quick substitution be made for each part of the 
game if the need would arise? Or can the game be played 
with missing parts? 



c. Are playing pieces unlikely to disappear? 



5. Extra Equipment 

a. Is the game constructed so as to eliminate the need for 
. extra equipment such as overhead projectors, filmstrip 
machine, etc.? 



b. If equipment is nece^&.iry, what kinds ? Dupl icating 
. macine needed for copi^^j? of some forms. 




CONSUMER REDRESS is Included in Consuner Law, Rights and Responsibilities, a resource kit 
for consumer education and cannot be purchased separately. The players of CCX^SUMER REDRESS 
attempt to repress a variety of grievances and therefore learn of the many different 
channels of appeal and begin to associate types of grievances with their specific 
appeal channelCs). This is an excellent game which is extremely relevant and beneficial 
to both youth and adults. Backgrouiid knowledge of the various agencies is very bene-- 
flcial to players. If students read below 6th grade level teachers can rewrite cards 
for lower reading levels. 
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CREDIT WOEILD 



Publisher Scholastic Magazine Suggested Number of Players 2 - ? 

Publication Datc__1970 *^^^ Student Interest, question 4 

Q^^^ ^ Reading Level required to read rules 8,9 

Reading Level required to play game 7.1 



DUCATIONAL POSSIBILITIES 

U I8 the infonna^i<>n accurate? 


o 


X 


Somewhat 




Yes 


2. Objectives 

a« Are teaching objectives clear? 










X 


b. Are teaching objectives relevant to targeted student 
group? targeted gro^xp stated. 












^- ^^fiS^e^^^ni''xiiA\'M^ Bituatlons and deciBlons? 






X 






4, Does winning require knw^ledne rnther than luck? 












5, Does the game inprovo attitudes toward learning? 






X 






6. Does the gasre require higli levels of cognitive behavior? 




X 








7. Time 

a. Is the tin2 rerjuir-^d to play the game reason*»b1e 
in terms of n^rral classroom periods (40 rain*)' 










X 


b. Can the game be adaptad to different time limits easily? 








X 




c. Does the amount of learninT Justify the time f^^-pent in 
preparing .students to play the game? 




X 








d. Dous tho amount of lenrninj; justify the time spent in 
playing the gamo? 




X 








8. Flexibility 

a« Can the game be adapted to appeal •lo different 
age groupr and retain its educntional value? 






X 






D« UBn tne ^fiinu concer. jc cnangeu co ineeL cne neecis ot 
different ability levels vlthln age groups and retain 
its educational value? 




X 








9. Does the game tench or net^t, i.e., can the game be played 
without bncftground learning? 










X 


0. Mathematicat Cnlcul^tions 

a. Is the game constructed afi to eliminate the need 
for matheirntlcal c^^lculotlms? 


X 











ERIC 



- 22 - 



b. If math Is required, what calculations are used? 
simple addition and subatractlon 


0 

IS 




3omewhat 






STUDENT INTEREST 
!• J.B tne gBine aescnecicaiiy appealing: ^colors, arcvorK, etc*) 








X 




2. Does It appear that students will remain actively Involved and 
uioui.vcii.cu wi.i.nouu proaai.ng or cncourageinciiu oy inBrruccorf 






X 






3* Is game constructed so competition does not interfere with 
learning? 










X 


*4# Number of Flayers 

a« can the game be played by both individuals and teams? 




X 








b« Can all participate actively? 










X 


c. Can it be played by only one? (solitaire veislon) 


X 










d* Can the game be played without teacher supervision? 








X 




5. Rules and Directions 

a. Are the rules and directions concise? 










X 


b« Are the rules and directions fully explanatory of the game? 










X 


Cm Are the rules and Hlrectlona eafillv llnHe1rs^Aoc]? 










X 


d« Are suggestions made to the teacher for summarizing the 
content learned in the game? 


— — 


X 








PHYSICAL CHARACTERISTICS 

1. Is the game easy to store? (Is it self-contained? Can it fit 
into file cabinets^ drawers, shelves, or other areas accessible 
to the classroom teacher?) 










X 


2« Use and Durability 

a« will pares or tne game last over a petiod ot timer (Are 
game parts made of durable materials? Will the effect of 
heat* cold, and humlditv be npcllBiblp itDnn hhp mfltpr'lAlfi 
and the usability of the game?) 










X 


b. In use, do the parts function well? 




X 
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PHYSICAL CHARACTERISTICS - Cont'd, 

3, Physically Handicapped (Blind, Spastic, Deaf, Paraplegic) 



a< 



Could a physically handicapped person play the game? 
(I.e., taking into account that another student could 
spin a spinner, throw and/or read dice, move tokens, etc., 
fox the handicapped person If necessary, would the game 
then be playable to tae handicapped?) 



somei can 



X 



b. Could the game be modified for the physically handicapped? 
(E«g.» cards, paper money, etc., can easily be adapted 
for blind students by using a stylus.) 



c. 



Could a physically handicapped person play the solitaire 
version of the gamu, if any? (taking into account the 
modifications suggested in 3.b.) 




4. Consumable Materials 



a. Are consumable materials inexpensively replaced? 



Approximate replacement cost of consumable materials 
No materials are spnsumable 



b. Cou]«d a quick substitution be made for each part of the 
game if the heed would arise? Or can the game be played 
with missing parts? 



c. Are playing pieces unlikely to disappear? 



5. Extra Equipment 

a. Is the game constructed so as to eliminate the need for 
. extra equipment such as overhead projectors, films trip 
machine, etc . ? 



b. If equipment is necesanry, whnt kinds? 



X 




CREDIT WORLD is designed to teach the basic concepts and uses of credit. However, few if 
any decisions are required of each player and one procedure in the game, i.e. one cash 
unit .being worth 10 credit units, could lead to confusion. Also, credit units are redeemed 
at the end of the game o.t th'^ same rate at which they were purchased. Therefore, credit 
seems not to cost anything. High f^chool and Adult Basic Foundation students might find 
this game interesting at first but might become bored since it is based on luck. The 
game does provide situations in which are oresented a variety of the uses of credit buying. 
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CROSSROADS 



Publisher Magln-Wycoff Co,, Inc. 

Publication Date ^^^1 

Cost $20,00 



minimum probably 2 
Suggested Number of Flayers no maximum 
"^See Student Interest » question A 

Reading Level required to read rules 

Reading Level required to play game 5,8 



DUCATIONAL POSSIBILITIES 

1. Is the Information accurate? 


o 




Sotsevhat 




>^ 

X 


2^ Objectives 

a. Are teaching objectives clear? stated 












b. Are teaching objectives relevan. to targeted student 






X 






3/ Is gAne based on real-life situations and declsims? 










X 


4. Does winning require knowledge rather than luck? winner. 












5. Does the game improve attitudes toward learning? 








X 




6» Does the game require high levels of cognitive behavior? 










X 


7. Time 

a* Is the time required to play the game reasonable 
in terms of normal classroom periods (40 mln«)? 




X 








b. Can the game be adapted to different time limits easily? 








X 




c. Does the amount of learning justify the time spent In 
preparing students to play the game? 








X 




d« Does the arx»tmt of learning justify the time spent in 
playing the game? 








X 




8* Flexibility 

a. Csn the game be adapted to appeal to different 
age groups ami retain its educational value? 


X 










b. Can the game content oe changed to meet the needs of 
different ability levels within age groups and retain 
its educational value? 




X 








9« Does the game teach or test^ i.e<, can the game be played 
wlthuut background learning? 










X 


LOi Mathematical Calculations 

a. I8 the game condtructed bo as to eliminate the need 
for mathematical calculations? 










X 
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EDUCATIONAL POSSIBILITIES - Cont'd* 

b. If math ic required, what calculations arc used? 




STUDENT INTEREST 

1. Is the game ccctheticn.r.v f.ppaaling? (colors, artwork, etc.) 



2. Does it appear chat students will remain actively involved and 
raotivctcd without proddinf^ or encouragement by instructor? 



3t Is gamo constructed co ronpetition does not interfere with 
learning? 



*4. Number of Plr.yers 

a. can tho gar.c bo played by both individuals and teams? 



b. Cca all parti'iipntvi actively^ 



c^ Can it bo y):*\yed by cnly oMl (solitaire version) 



d. Can the ^^jan.ri plnyod T7itUout teacher supervision? 



5. Rules and Diroclzicns 

a. Are the rule.? and directions concire? 



b* Are the rulers and direction'^ fully explanatory of the game? 



Co the r'jles *"n^ r1 -rectlons easily understood? 



,d. Arc supscstlc^ns ir.ncie to the teachar for summarizing the 
content learn':!ci In tho gpm.c? 



PHYSICAL CllAPACT2Rir>TICS 



1. Is th'^ game easy to ritcre? (Is It self-contained? Can it fit 
into file cabln<2tr, drc^^er.^, shelvc.n, or other areas accessible 
to the classrcnm teacher?) 



2. Use and Durability' 

a. V7ill partK oC ^h?, gnms last over a period of time? (Are 
game partr m^de of Jnrablr materials? Will the effect of 
heat, cok;, ar... huridity be negligible upon the materials 
and the ar^bility o^ th^ sam'i?) 



b* In uno, do the p':r*:r. tuncuion well? 



CO 

B 
o 
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BEST COI'y ffllLABLE 



PHYSICAL CIlMiACmiSTICS - Cont'd* 



3, Physically H;indicapped (Blindi SpastlCi Deaf^ Paraplegic) 



Could a phycically handicapped person play the game? 
(I*c*| taking into account that another student could 
spin a cplnncr, throw and/or read dicei move tokens i etc*i 
for the handicapped person if necessary, would the game 
then be plr.yable to the handicapped?) 



o 



1 

O 
C/5 



some 



can 



Could the game be modified for the physically handicapped? 
(Et{>,| cardc, paper money » etct» can easily be adapted 
i^r blind students by using a stylus.) 



c. CoulO a physically handicapped person play the solitaire 
version of the came» if any? (taking into account the 
mod.' ficationi; suggestea in 3.b.) 



4t Con'^ur:?.nb^c If ;/:o vials 



a# Avo comutncblo materials inexpensively replaced? 



A: ^roxinanc ^.^placement cost of consumable materials 



b» Covld a quick substitution be made for each part of the 
G-rre if th3 need would arise? Or can the game be played 

vith mlnsin": parts? 




c. ^r^ playing pieces unlikely to disappear? 



5* Entrn ^quipTa^nt 



a. In tho -aire constructed so as to eliminate the need for 
, ertra cuipment such as overhead projectors, filmstrip 

niching, ntc? 



b. if 2-;ui^.Tcnt: Is nscessary, what kinds? Overhead projector 




CROSSRC.\DS In included in the unit '^Priorities, Decisions, Security' which also contains a 
teacher ^ul^'c, Cv70 films trips, and a record. Players simulating high school students make 
deciclcr.o cf^ncornlng their future work, further education, or other goals. Throughout the 
r,ani2 plfxyara i.:c :.iiking decisions so as to reach their choice of the set of six goals 
avaP.nblo. At nn.vsral points in the game, players have two to four options some of which 
might s-c^Vi to l^ad to unreasonable consequences* This aspect may limit usefulness 
And re^lir>T. of c:h?. p,pn>e. CROSSROADS could be useful to students of varying ages in 
tsachin::, uh^ji Jaui*3ton making, goal attainment, etc* 
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Dirty Water 



Publisher Urban Syatema Inc. 
Publication Date ^^'^Q 
cost $10.00 



Suggested Number of Players ^-4 



*See Student Interest, question 4 
Roadlng Level required to read rules 8.1 
Reading Level required to play game 7.3 



DUCATIONAL POSSIBILITIES 

!• Is the Information nccurate? 


o 




Somewhat 


1 


(0 
X 


2. Objectives 

a. Are teaching objectives clear? 










X 


b. Are teaching objectives relevant to targeted student 

fitronp? targeted group stated but suitable for most 
ages* 


• 










3* I8 gaoe based on real -life situations and decisions? 






X 






4. Does winning require krcwlodge rather than luck? 








X 




5. Does the game improve attitudes tW7ard learning? 










X 


6* Does the caw? recjuira high loveln of cognitive behavior? 










X 


?• Time 

a. Is the time required to play the game reasonable 
in terms of norn*al clarsroom periods (40 min,)? 




X 








b* Can the gr-^ be .•^dpnted to different time limits easily? 








X 




c. Does tho amount of lenrning j^citify the time spent in 
preparing students to plcy the R^me? 








X 




d. Does the emcunt of l(^crning justify the time spent in 
playing the game? 








X 




8. Flexibility 

a« Can the game be adapted to appeal to different 
age groups and ret'vln its educational value? 






X 






u« titin Lnti gtiuit: LoncciiL oe cnaugpu uo meei tne neeus or 
different ability levels v/ithin age groups and retain 
its educational value? 






X 






9t Does the game toarh or tc^st, i.e., can the game he played 
without backgrrund laarniny? 










X 


0* Mathematical Calculation's 

a. 18 the gacnc cons crujter^ to eliminate the need 
for mathematicrl cr»ic'il<itions? 


X 
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EDUCATIONAL POSSIBILITIES - Cont'd. 

b. If math is required, what calculations are used? 
addition, nubctrr.ction 


0 

*^ 1 




Somewhat 




(0 


STUDENT INTEREST 

1. Is the RamG aosthotlcally appealing? (colors, artvork, etc.) 










X 


2. Does it appear tha'u students will rem^.in actively involved and 
motivated without irodding or encouragement by instructor? 










X 


3, Is game constructed so competition does not interfere with 
learning? 








X 




*4. Number of Players 

a. Can the ga-xie be plcyed by both individuals and teams? 












b. can all participate .-jctlvely? 










X 


c. Can it b? plcyod by only one? (solitaire version) 


X 










d. Can the gaoo be played without teacher supervision? 








X 




5. Rules and Directions 

a. Are the rules ard directions concise? 




X 








b. Are the rules and dirrcttons fully explanatory of the game? 










X 


c. Are the rulcc an^l directions er.sily understood? 










X 


d. Are ruggeotions rr.de to the teacher for summarizing the 
content learned in the ^amo? 


X 










PHYSICAL CHARACTERlSTir.S 

1. Is the gntr.?. raoy Lo stoi:'^? (Is it self-contained? Can it fit 
into file cabL".2':D, dravx-u , shelves, or other areas accessible 
to the classroom tr^acher?) 










X 


2. Use and Duiability 

a. Will partr of vlic g^tro last over a period of time? (Are 
game parts nrdo of diirr.ble materials? Will the effect of 
heat, cok:, and lu'midity be negligible upon the materials 
and the usnbility of the jnnc?) 










X 


b. In usG, dc the ^art-^ *:'unction well? 










X 
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PHYSICAL CHARACTERISTICS - Cont'd. 

3. Physically Handicapped (Blind, Spastic, Deaf, Paraplegic) 



a< 



Could a physically handicapped person play the game? 
(I.e. I taking into account that another student could 
spin a spinner, throw and/or read dice, move tokens, etc., 
for the handicapped pernon if necessary, would the game 
then be playable to the handicapped?) 



b* Could th3 sace be notified for the physically handicapped? 
(E*g., cards, paper money, etc., can easily be adapted 
for blind students by using a stylus.) 




so ne c m 



c. Could a physically handicapped person play the solitaire 
version of th^. game, if r,ny? (taking into account the 
modifications aug^estcd in 3.b.) 



A. Consumable Materials 

a. Are consumable materials inexpensively replaced? 



Approximate replacenant cost of consumable materials 
No conr^:-ihle naterials. 



b. Could a quick sub.vtituui^n be rrde for each part of the 
game if the ncod v::idd arise? Or can the g^m^* be played 
with mlssins partj. ' 



X 



c. Are playinn p^^^^*^ unlikely to disappear? 



5. Extra Equipr^nt 



Is thn con's true ted so p.b to clinJ,nate the nred for 

extvp. eqivLpmsnt 'ouch cs ovctiY^.ad projectors, fllrostrip 
machine, etc.? 



b. If equipment is r'^coGoary, what ki'ids? 




DIRTY WATER is detsignod to fr.n^lliari ne players with the problemo of water pollution. Players 
assume the role of GoT^lpsioaer of VJater Pollution and must rwoid pollution thus enabling them 
to stock their lake with plants and fish. Players must manage finances, try to avoid over- 
population of plants and fi?:h, nnl r.u:,t nnticlpi'^te pollution of their lakes and pollution from 
neighboring lakes upstream. Kox?. luck is involved J.n thi winning of the game than decision 
making or knowledge, llowevor, poopie interested in pollution would find it fun to play and 
gain some understanding ol: the difficulties in the control of vitor pollution. DIRTY WATER 
is related to consumer ^.ducaticn in that cons umer decisionr affect water pollution. 
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ECOLOGY 



Publisher ^^^^^ Syatems, Inc. 

Publication Date 1970 

CoBt $10.00 



Suggested Nunber of Players ^"^ 



*See Student Interest, question 4 
Reading Level required to read rules S.6 
Reading Level required to play gene 8.0 



SDUCATIOm POSSIBILITIES 
la l8 the infojnatlon accurate? 


as 




a 

0 


X 


10 


2. Objectives 

a a Are teaching objectives dlear? 


X 










ba Are teaching objectives relevant to targeted student 
group? Unsure of teaching objectlves# 


? 










3; la game based on real-*li£e situations and deciaiona? 




X 








4. Does winning require knowledge rather than luck? 


X 










5a Does the game Inprove attitudes toward learning? 




X 








6a Doea the gatse require high levels of cognitive behavior? 


X 










7a Time 

a. la the time required to play the game reasonable 
in terms of normal classroom periods (40 mln«)? 


X 










ba can the game be adapted to different time limits eaally? 








X 




Ca Does the ami^imt of learning justify the time apent in 
preparing ptuOents to play the game? 




X 








da Does the amount of learning justify the time spent in 
playing the game? 




X 








8a Flexibility 

a« Can the game be adapted to appeal to different 
age groups and retain its educational value? 












Da can tne gatne cont*?i:ic oe cn^ingea to mee t tne needs ot 
different ability levels i^lthln age groups and retain 
its educi»tiopGl vnlue? 


X 










9e Does the game teG;:h or test, i.e,^ can the game be played 
without bcnkgrc jr.id learning? 










X 


10a Mathematical Calculations 

a« Is the game constructed so as to eliminate the need 
for mathenrtlcal calculations? 


X 
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EDUCATIONAL POSSIBILITIES - Cont'd. 

b. If math is required, what calculations are used? 


o 




Somewhat 




Yes 


STUDENT INTEREST 
1. Is the game aesthetically appealing? (colors, artwork, etc.) 










X 


2. Does it appear thnt students will remain actively involved and 
motivated without prodding or encouragement by instructor? 




X 








3. Is game constructed so competition does not interfere with 
learning? 








X 




Number of Players 

a« Can the game be played by both individuals and teams? 












b« Can all participr':2 actively? 










X 


c. Can it be ployed by only one? (solitaire version) 












d. Can the game be pliyed without teacher supervision? 








X 




5. Rules and Directions 

a. Are the rule'? r.nd directions concise? 








X 




b. Are the rules and directions fully explanatory of the game? 




X 








c. Arc the ruler n^^d directions easily understood? 




X 








d* Are sugq:estionc trar^o to the teacher for summarizing the 
content lonrned in the s^nii2? 


X 










PHYSICAL CliARACTERISTI^S 

1. Is the gar? easy to store? (Is it self-contained? Can it fit 
into file cnbinets, drflt.rers, ohelv^.s, or other areas accessible 
to the classroom teacherT) 










X 


2. Use and Durability 

a. Will parts of the ^,ntr.r: last ovor a period of time? (Are 
game partF made of durable tnateriats? Will the effect of 
heat, cold, and hunidity be negligibU upon the materials 
and the unabllitiy ct the game?) 










X 


b. In use, do the parts funcrlon well? 










X 
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PHYSICAL CHARACTERISTICS - ContM. 

3. Physically Handicapped (Blindi SpaatiCi Deaf, Paraplegic) 

a* Could a physically handicapped person play the game? 
(ItCt, taking into account that another student could 
spin a spiancri throw and/or read dice, move tokens, etc., 
for the handicapped person If necessary, would the game 
then be playable to the handicapped?) 



0 



Id 

i 
§ 



80 ne c in 



b. Could the game be modified for the physically handicapped? 
(E.g., cards, paper money, etc., can easily be adapted 
for blind students by using a stylus.) 



c. 



Could a physically handicapped person play the solitaire 
version of the game, if any? (taking into account the 
modifications suggested in 3.b.) 



4, Consumable Materials 

a. Are consumable materials inexpen&ively replaced? 




Approximate replacement cost of consumable materials 



b. Could a quick substitution be made for each part of the 
game if the need would arise? Or can the game be played 
with missing parts? 



c. Are playing pieces unlikely to disappear? 



5. Extra Equipment 

a. Is the gaips constructed bo as to eliminate the need for 
, extra equipment such as overhead projectors, filmstrlp 
machine, etc*? 



b. If equipment if? necessary, what kinds? 




ECOLOGY lb a game in which players "try to achieve a balance between man's activities 
and the natural environment, while advancing through the four Ages of Development; 
Hunting, Agricultural, Industrial, and Environmental." The game requires only luck and 
no knowledge in winning; thus, the players have little or no control over situations. 
In general, the game seems to be primarily for entertainment and/or consciousness ralslngi 
Its relation to consumer education is that consumer decision'^ can affect the environment. 
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Economic Sy 8 1 i n 



Publisher Western Publishing Company 

Publication Date 1965, 1969 

Cost $25.00 



Suggested Number of Players 



^vsee Student Interest, question 4 
Reading Level required to read rules 10*2 
Reading Level required to play game 9 > 1 



DUCATIONAL POSSIBILITIES 

1. Is the Inforiratlon accurate? 


0 




Somewhat 

1 




0) 

V 


2. Objectives 

a. Are teaching objectives clear? 










X 


b. Are teaching objectives relevant to targeted student 
crrotm'^ target§d group is stated but seems geared 
^* for higner academic ability students 












3« Is game b£ised on real-life situations and decisioas? 








V 




4. Does winning require knowledge rather than luck? 










V 
A 


5. Does the gaire improve attitudes toward learning? 

~ ■ — ' ^ ... M 






X 






6. Does the gane require algh levels of cognitive behavior? 










X 


1. Time 

a. Is the time required to play the game reasonable 
in tern? of norral classroom periods (40 min.)? 


X 










b. Can the gare be adapted to different time limits easily? 






X 






c. Does the amcunt of learning Justify the time spent in 
preparing ntudentn ti pl^y the game? 






X 






d. Does the amount of learning justify the time spent in 
playing the game? 






X 






8. Flexibility 

a. Can the game be adapted to appeal to different 
age groups and retain ^tr> educational value? 


X 










b. Can the gape content be chnnged to meet the needs of 
different ability levels within age groups and retain 
Its educational va>.ue? 


X 










9. Does the game teach or l<*st, i,e,, can the game be played 
without backgrot^n*^' I^-'^rrirg? 










X 


LO* Mathemntlcfll Calculaticn?^ 

a. 1.S ^:ha '>,ame ccr.^>t:ruct^d so hs lo eliminate the need 
for- math'^rratic^.l cnfculari ons? 


X 
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EDUCATIONfVL POSSIBILITIES - Cont'd. 

If math is required, what calculations are used? 
addition, subtraction 


o 




Somewhat 




OS 
0) 


STUDENT INTEREST 
1. Is the game aesthetically appealing? (colors, artwork, etc^ 










X 


2^ Does it appear that students will remain actively involved and 
motivated witriout prodding or encouragement: oy insurucLor; 






X 






3t Is game constructed so competition does aot interfere with 
learning? 








X 




Number of Players 

a« can the game be played by both individuals and teams? 










X 


b# can all participate actively? 










X 


c. Can it be played by only one? (solitaire version) 


X 










d. Can the game be played without teacher supervision? 




X 








5* Rules and Directions 

a. Are the rules and directions concise? 




X 








b* Are the rules and directions fully explanatory of the game? 










X 






X 








d# Are suggestions made to the teacher for sutmarizing the 
content learned in the game? 










X 


PHYSICAL CHARACTERISTICS 

1* Is the game easy to store? (Is it self-contained? Can it fit 
into file cabinets, drawers, shelves, or other areas accessible 
to the classroom teacher?) 










X 


2, Use and Durability 

a# W-ill parts of the game last over a period of time? (Are 
game parts made of durable materials? Will the effect of 
inAAh rrtiH ant^ hllm^^^^^^y hp npflicible uDon tbfil materials 
and the usability of the game?) 










X 


b# In use, do the parts function well? 










X 
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PHYSICAL CHARACTERISTICS - Cont'd. 

3. Physically Handicapped (Blind, Spaatic, Deaf, Paraplegic) 

a. Could a physically handicapped person play the game? 
(I.e., takina into account that another student could 
spin a spinner, throw and/or read dice, move tokens, etc., 
for the handicapped person if necessary, would the game 
then be playable to the handicapped?) 



b* Could the game be modified for the physically handicapped? 
(E.g», cards, paper ironey, etc., can easily be r.dapted 
for blind students by using a stylus.) 



Could a physically handicapped person play the solitaire 
version of the e^^ie, if any? (taking into account the 
modifications suggested in 3,h.) 



A, Consumable Materials 



a. Are consumable materials inexpeusively replaced? 



o 




i 

O 
C/5 



sofie c^n 

X 



(0 



Approximate replacement cost of consumable materials 

1 packet (2 pads of score sh eets and 2 pads price charts) 

$2,5 0 , Payments must accorpany orders of less than 



Could a quick substitution be made for each part of the 
game if the need would arise? Or can the game be played 
with missing parts? 




c. Are playing pieces unli^ely to disappear' 



5. Extra Equipment 



a. Is the game constructed so es to eliminate the need for 
. extra equipment such j.s overhead projectors, films trip 
machine, etc.? 



X 



b* If equipment* is necessary, what kinds? 




ECONOMIC SYSTEM "simulates the interrelnt ionshipp of a competitive economic system. 
According to publishers .students can learn such concepts as the "interdependence of the 
various econo-^ic roles in a society and the fe.ct that the value of money depends entirely 
on the prices of goods and labor." Players assume one of the three roles of worker, 
manufacturer* and farmer. In eaclt of tne six rounds of play each player must make de- 
cisions on production ^ markeuing, f\nd consumption in order to gain the most satisfaction 
points. The cbjucL 13 In satisfy one\s needs for foor^ and manufactured goods by consuming 
them. Thus, no satis Eactlon points rre p^iven ior having money. ECONOMIC SYSTEM is a 
complex game for both youth and .?dultr and involves v;orking with charts* Also, it involv 
a great deal of tlm'3 for both prer arfl^tion and play. Thp. game seems to be geared for highe 
level students. More complex Vf^rsi^ns 0!: tho game are suggested- 
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ENTERPRISE 



Publisher Interact Company 



Publication Datc^ 
Coat $10.00 



1972 



no maximum 

Suggested Number of Players P^^-'^^-^P^ probabl y 32 
*See Student Interest, question 4 

Roading Level required to read rules ^^*^ 

Reading Level required to play garoe^'l 



EDUCATIONAL POSSIBILITIES 
1. Is the lnfonn.?tion accurate? 



I 
I 

o 

CO 



2. Objectives 

a« Are teaching objectives clear? 



X 



b. Are teaching objectives relevant to targeted student 



3, Is game based on real -life situations and decisieas? 



4. Does winning require knowledge rather than luck? 



5* Does the game Improve attitudes toward learning? 



X 



6. Does the bqtc rcr^uirc high levels of cognitive behavior? 



7, Time 



a. Is the time required to play the game reasonable 
in terms of normal classroom periods (40 mln.)? 



b. Can the game be adapted to different time limits easily? 



c* Does the amount of learning Jus: if y the time spent in 
preparing ctudentn to play the game? 



X 



d« Does the amount of learning justify the time spent in 
playin«5 the gama? 



8. Flexibility 

a. Can the game be adapted to appeal to different 
fige groups and retain its educational value? 



b. Can the game content be changed to meet the needs of 
different ability levels within age groups and retain 
its educational value? 



9. Docs the game te^ch or test, i.e., can the game be played 
without background learning? 



X 



10* Mathematical Calculations 

a, Is the game constructed sa ^s to eliminate the need 
for mathematical calculations? 



X 
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EDUCATIONAL POSSIBILITIES - Cont'd. 

b. If math is required, \jhe.t calculations aro used? 
add, Qubtract, multiplication 


0 




4J 

o 




! 


STUDENT INTEREST 








X 




2. Does it appear thai ctudeuus T^7ill retnain actively involved and 
fflotivatod without oroddinp or oncoLiraBPiTir«n t bv in«5t^riirtor'^ 






X 






3. Is game constructed so ccmpotit ion does not interfere with 
learning? 








X 




Number of Players 

a. Can the game be played by both individuals and teams? 










X 


b. Can all participate actively? 










X 


c. Can it be played by only one? (solitaire version) 


X 










d. Can the gamn be played vzithcut ttmcher supervision? 


V 










5« Rules and Directions 

a. Are the rules and directions conciso? 




X 








b. Are che rules and directions fully explanatory of the game? 










X 


c. Arc the rules and directicnr* ?^asily understood? 






X 







X 


d. Are suf^gcstions rade lo the teacher for summarizing the 
contoni: learned in tho paneV 











PHYSICAL CH.\RACTERISTICS 

1, Is the game easy to store'' (Tv it so H -contained? Can it fit 
into file cabinets, r^rawers, shelves, or other areas accessible 
to the classroom ccacher?) 










X 


2. Use and Durability 

A Ti? 1 1 nil t* t! n f h Vi n cj titryo 1 ^) c ^ r\\rC^ T .^A ^ t- i rtr 1 n T !* i mr* ^7 / A >'*<^ 

game part<; nadc of durablo rratorinls? Will the effect of 
heat, cold, and hMmiuity bo nogli^ihle upon the materials 
and the usability oi ':he pam*-?) 








f 


1 


1 

X 


b. In use, d^ ,:he p'^rt*" ;:unc':ica well? 


1 , 






I 
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PHYSICAL CHARACTERISTICS - Gont»d. 

3* Physlcnlly Handicapped (Blind, Spaatlc> Deaf, Paraplegic) 



a. 



Could a physlcnlly handicapped person play the game? 
(I.e., taking into account that another student could 
spin a spinn^v, throw And/or read dice, move tokens, etc, 
for the handicapped person if necessary, would the game 
then be playable to ^:he handicapped?) 



b. Could the c-n^ be rodified for the physically handicapped? 
(E.g., cardsj, pflprjr roaey, etc., can ecslly be adapted 
for blind students by noing a stylus.) 



c. Could a physically hnndicappGd person play the solitaire 
version of tha game*. If any? (telcing into account the 
modificationr suggested in 3.b.) 



4. Consumable Materials 



a. Are consumable rat^rl-^ls inexpensively replaced? 



Approxir^ata replr^ccirart coot of consumable materials 
ConsumfiblQ m aterlr?lB ma y be reproduced. 



b. Could a quick svbstltutioa be made for each part of the 
game if the need uonld arise? Or can the game be played 
with missin'^ nrrts* 



c. Are playing piecr^s urllkely to disappear? 



5. Extra Equlpmoiit 



a. Is the can2 constructed no ro to p.liminate the need for 
, extra equiptront ouch an overhead projectors, films trip 
machine, etc.? 



b. If equipcpnt in r.^acerp*"ryt, what kinds ? duplicating 
machine needed :^or conr.unnble mr.terirls. 



o 



x 



i 

(0 





so ne cm 



X 



(0 

q) 



X 



ENTERPRISE la a compler simM?.fltion about noney and enterprise and. takes approximately 
3 1/2 weeks to ccnni^jt-. J^v.udentr are divided Into the groups of Politicians, Brokers, 
Bankers, BusinesE-jipn, Conntiirevs, and Poor and each player Interacts within their groups 
and with all other groups in ittcnnting to gain ch'^ most capital. Students with higher 
levels of acadenlc :>.bf.l>.iy v^ald bGneff.i: noU from ENTERPRISE due to its complexity. 
It is especially suited for classes of Economics, Social Studies, and American Government 
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FAMIL" DECISIONS 



Publisher Washington State University 

Publication Date n«d. 

Coat $6.00 



Suggested Number of Players 6-24 



*See Student Interest, question A 
Reading Level required to read rules 6.8 
Reading Level required to play game 6.8 



DUCATIONAL POSSIBILITIES 

!• Is the information accurate? 


o 




Somewhat 




X 


2* Objectives 

a. Are teaching objectives clear? 










X 


b. Are teaching objectives relevant to targeted student 
groxip? 










X 


3; la game based on rcal-llfv^ altu/^tions and decitticms? 










X 


4# J)Qea winiilnft require kncr^ledge rather than luck? No winner 
dul icnowieugut rec]uirea» 












5. Does the game improve attitudes toward learning? 










X 


6. Does the gniw require high levels of cognitive behavior? 










X 


?• Time 

a. Is the time required to play the game reasonable 
in terin*? of normal classroom periods (40 min*)? 




X 








b« Can the gam^ be adapted to different time limits easily? 






X 






c. Does the amount of learning justify the time spent in 
preparing otudentn to play the game? 










X 


d. Docs the at^ount cf learning justify the time ppent in 
playing tha gGme? 










X 


8* Flexibility 

a. Can the ga*ne be adapted to nppeal to different 
age groupr and retrain its educational value? 








X 




b. Can the game content be changed to meet the needn of 
different ability ^evclu vithln ago groups and retain 
its educational value? 








X 




9. Does the ^jame teach or "oHt, I.e., can rhe game be played 
without backgroun'i learning? 










X 


.0. Mathematical Calctilotionf^ 

a. Is the game ccnr ^ructed so as to eliminate the need 
ior mathemat icvii. calculations? 










X 

im III! ji 
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BE81 COPI MMBLE 

EDUCATIOmL POSSIDXHTlbS " Cont'U. 

b. If math in requlrod, v;hat calculations are used? 


o 

// 




"""v,^^ Somewhat 


// 


'// 


STUDENT INTEREST 

!• . Is the g&Tue aesthetically anp^2«lln3? (colors, artwork, etc#) 






X 






2« Does It appear that otudonta will reuiain actively Involved and 
motivated viiLnout yrociolns or enc^cragctocn* oy instructor f 












3. Is came constructed oo corj^^fcltlon does not interfere with 
learning? 










X 


*4# Number of Players 

a. ^ Can the Kc:nfi be played by both individuals and teams? 










X 


b# Con all pcrtlcipntc actlvaly? 










X 


c. Can It be pUycd by only cac? (solitaire version) 






X 






d. Can the grtp.o b« picyad Tjithout tef.chet supervision? 






X 






5* Rules and DlrQctiono 

a. Are tha ruler rnd sHroctionc concise? 








X 




Are the rules end d.lrectionn fully oxplanntory of the game? 










X 


C« AFe til's rUj.GiJ ^ liU tl jU/. U w \. JLOlin t^^.o^uJiy u(iuc* jl o w VV/U I 










X 


d# Are sugnostlonf? mncJo to tho *:nacher for Pumcr^riBlng the 
con ten*: lenrnc^c! in th? fjrn'^? 










X 


PHYSICAL CKAPACTSkISTTCJ 

It Is the gr.me cnr/ to '^tcr::? (In it polf-contained? Can it fit 
Into filn crblneto, r^^r^7e'-'1J nhcTvon, or other areas accessible 
to the clasrtroon tcarh'^r?) 










X 


2» Use and Purr.billty 

an Will partQ ^£ the .r^nriii uvf^r a period of time? (Are 
gars part" n'nd'^ o:T c'urrb?.r^ vr^tsrials? VJtll the effect of 
hent. cold nnr^ huVcitv n^^f^sli^lblo uoon the materials 
and the urnhlllty of th" ^-''.ir??) 










X 


b. In un^e, do thf? partn function Xyrp.ll? 










X 
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PHYSICAL CHARACTKRISTxCS - Cont'd. 

3, Physicclly Handicapped (Bllndi SpastiCi Deaf, Paraplegic) 

a. Could a physically hanai copped person play the game? 
(I.e., taking int:o account. Lhal another student could 
spin a spinner, thr v and/or read dice, move tokens, etc., 
for the handicapped person if necessary, would the game 
then ba playablo to the. hr.ndicappod?) 



o 



b. Could the game be modifiad fo.: Lne physically handicapped? 
(E.g., cardb, papa:: noney, etc., can easily be adapted 
for blind students by ucing a stylus.) 



4J 

§ 



sofie C4in 

X 



CO 



X 



c. Could a physically handiUv^^pped person play the solitaire 
version of the 3ame, if any? (takinp, into account the 
modifications suggested in 3,b.) 



4. Consumable Itoterialn 



a. Are consumblc naterials inexp-^nsively replaced? 



Approximate replacem?.nt ccst of consumable materials 
Consumable mr.tcrir.ls may be duplic^^.ted. 



b. Could a quick substitution be mad3 for each part of the 
game if th'^ nee^. V3u?,d arise? Or can the game be played 
with missinn par^n? 



c^ Aro playinp; piecr^s unlikely to -lisappear? 



5. Extra Equipm.eut 

a. In the game con true ted so ne to eliminate the need for 
e: *:ra equip-^en.*: 3uch overhead projectors, filmstrip 
mt^cl\inc* '^.i:c, ? 



X 




X 



b. If <iiquipr.ant necesflAry, vrhat kinds? 




X 



FAMILY DECISICNS is a r>inulation in vltlch players mf»ke decisions for the family they are 
simulating. Four fnnilv proi:iir^'3 rxc civ^n, eacb representing a different Income level 
ranging from pcvnrf:y level to high incomes levol. For each decision to be made, several 
possible alternati^'GS and thc:ir outcomes p.re presented. Also given is the probability 
of each outcome (in pnrcentrges) nnd its natisfactiou score. This simulation can be of 
great value for yovitl. or r.dult rtudontn in decirion making and can be interesting to play 
as well. A major drrvjbnck for .••.w.e would tho number of pages that have to be read 
during the t^Iayin'^, of 55irruli«tlon. Ko^<7cver, it io nas^Lblr. for the teacher to conduct 
the entire fjinul^tion^ L:hur, 'lo'.np; /.Imost all of the reading himself. Interaction between 
players is needed- ^cr maximun^ learning. 
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FOOD - 0 



Publisher Washington State Universit y 

Publication Date r^A. 

Cost 85c 



Suggested Number of Players ^"^^ 



•^See Student Interest, question 4 
Reading Level required to road rules 6»0 
Reading Level required to play game x 



IDUCATIONAL POSSIBILITIES 
1. Is the InforiDfition accurate? 


0 




Somewhat 




(0 

X 


2, Objectlvee 

a. Are tcachinp, objectives clear? not stated 












b. Are teaching objectives relevant to targeted student 
group? No targeted group stated 












3* Is c^me based, oa, real-llf3, situations and decisions? 

iyO actual decision required. 






X 






4* Dees winning require Icnowledge rather than luck? 




X 








5. Does the game iwprov? attitudes toward learning? 










X 


□ ► uoes ine g'*nc3 require nlgn love is or cognitive behavior? 




X 








?• Time 

a. Is the time required to play the game reasonable 
In terms of normal classroom periods (40 min*)? 










X 


b* Can the game bo /idnpt-^d to different time limits easily? 










X 


c. Does the anoi^nt of learning jurtify the time spent in 
preparing ctudents to ^^Iny the f^ame? 






X 






□ • uoes un- amount, oi learning justiiy trie time spent in 
playin<3 the game? 






X 






a. Can the snire bo r.dapted to appeal to different 
age groups rnd retain its educational value? 




X 








b. Can the game content be changed to ireet the needs of 
different nbllltv levels within age groups and retain 
its educational v^lue? 


X 










9. Does the gnme t'^ach or test, i,n., can the game be played 
without bftcUground lerrnir^? 










X 


0. MathematicAl Calcoij.^'lons 

a. Is the gamo conr^trnci^d i^o r.« to ejitninate t:he nerd 
for :nnt]ieiratic^. 1. calcu Utionn? 










X 
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EDUCATIONAL POSSIBILITIES - Cont'd. 

b. If math ts required, whnt calculations are used? 


o 


k'V 


u 

d 

§ 


/■/ 


CA 

> 


STUDENT INTEREST 

1. Is the ganc aes thot icai.ly appenling? (colors, artwork, etc.) 








X 




2, DoQS it appear tha^ 3tucents will remain emotively involved and 
motivated without prodding or encouragement by instructor? 










X 


3. Is game constructed so competition does not interfere with 
learning ! 










X 


^M". Number or Flayers 

a. Can the gtm^. be played by both individuals and teams? 










X 


b. Can all participate .actively? 












c* Can JLt be pl^:yed by only one? (splitaire version) 
T'^.^ocaers mlKnt devise f/version out non-j stated 


X 










d. Can the gfiir,t3 be played v^ithout teacher supervision? 






X 






5« Rules and Dir^^ccions 

a. Are the ruKs and directions concise? 










X 


b. Arc th^ rules and dir?ctionr fully explanatory of the game? 










X 


c. Arr tho rulPG rnd directions easily understood? 










X 


Are sucgenulnns .^ladc to tho teacher Tor summarizing the 
contcint learned in ':he game? 


X 










PHYSICAL CHAR/.CIEIIT.STICS 

1. Is the gar;., p-^j^y to '^torn? (Is it self-contained? Can it fit 
into file c.^blnet'5, drn*.7ers, sh'^lves, or other areas accessible 
to the clr.sr»rocm taacher?) 










X 


2i Use and Durability 

a, VJill pirtr, ol" the pnip? \nsc over a porLod ot time? (Are 
f;amn pn-^i:^ o;" duralile '^T^torinls? VM 1. 1 *-he effect of 
h'^at , cold, :\\^6 >n*^uo"^.cy b.? nngllgibie upon the materials 
and t\\^^ u.^-nbility oi "A\o gatne?) 


! 

1 
! 

1 








X 




b. Tn nso, cio tho pa^-t:s it'nrrion »'C:11? j 

- - - • - - - • - - . ± -4 J. ... . 


f 

1 
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PHYSICAL CHARACTERISTICS ^- CoutM. 

3. Physically Ilandicc;?ped (Blind, Spactic, Deaf, Paraplegic) 

at Could a phyoically hr.ndicapped parson play the game? 
(I.e^i talcin> into c.:count that another student could 
spin a spinner, thrc:; and/or road dice, move tokens, etc., 
for tha hand:'. capped perron if necaooary, would th3 same 
than bo playriblc uO tho handicapped?) 



b. Could ths z^nc bo iro'ilficd for the phyoically handicapped? 
(E.j^j.j cnrdsj p^.p^-^r ^nonay, etc., can eae.-.ly be adapted 
for blind G':uden':f; by using r. ocylus.) 



c. Could a physically Urndiccpped peroon play the aolitalre 
vrirslon of tho gexe, if. any? (takinjj into account the 
raodif icationc QU33n3t.ad in S.b*) 



3ome 



caQ 



4* Consunnble Ilatoricls 

a. Are ccrsv. ablc ra^lr^^riu^lQ inexpensively replaced? . - 
. N o lnntru ^t>.onr p;_iyna co ncerning consumable materials. 



Approximate rcplec'/'t^nt: coot of censurable materials 




b. Could a qnic^.c stibstitution be made for each part of the 
gMo if V.^e ne^^d vo^^lr; £*ri3e? Or c^n the game be played 
with rinctn ' pnrti^i 



c. Ar^ plny'.r<^ ji^.o^^u:: *Anl:^.k?.ly to disappear? 



5. Extra Ec I'^pir.er-u 

Is th'i ^0.'^.'^ con'3tiuc-Gd so r?5 to elinlnate the need for 

. extrp f^n\xl\-v.<?r^/c r>uah as ov^^^rhcad projactors, fllmstrip 
mnchin''^ ntc.t 



b. I£ cquipuirnt ±c p'^crisscry^ whnt Itirdc?^ 





FOOD - 0 in a hin^c p^-x. hr.nerl r^^ th.n daily four food groups. If a player has a numbered 
square on his crra covrespcn'^lni^ to t:h^ number dravm, he murt write in the name of a food 
in that particu^ir ^.ooA ^'.rct^^. To xdn, one munt fill squRrea across or do\7ti with foods 
and their fooc'. rrp'\pn corirz'z^y correspordlng. Variations for p:'ayin8 are included in 
Instruction; Tho Li "'— v^r/ r>lmplt: for botli cuachers and students and could he of 
value to thp. Ir.nr.t --^^hisilc/.t^d Adult Basic *;2ducatlon studento or young children in help- 
ing them idon^lfy th'i bar-.c food group">* Here able ntudants rjould soon get bored. 
Three servings c T nil'j.l: i9 lr.cHr..-tec^ hut thin in r:(>eded for u ildren. Thus, this might 
have^to h*^ rdaptr/l to f^xrfrs^n^: ground. Tbe number of servings of milk might need to 
be adjucted to th3 ^roup v^.c.ylnz tha ^Pire. 
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IIUMPTY DUMPTY 



Publisher Washington Snate Universi ty 
Publication Date Unknovm 
35c 



Suggested Number of Players 5_ 



Cost 



*See Student Interes* , question 4 

Reading Level required to read rules^>7 

Reading LbvcI required to play game 5^4 



IDUCATIONAL POSSIBILITIES 
I. Is the information accurate? 


0 




Somevhat 




(0 

X 


2. Objectives 

a. Are tenching objectives clear? None stated. 


1 










b. Are teaching objectives relevant to targeted student 
gronp? targeted group indicated. 


• 










3# Is game based on real-'life situations and decisions? 








X 




4. Does vinnlng require knowledge rather than luck? 










X 


5. Does :he game inorove attitudes toward learning? 








X 




6. Does the ^gtc irerjuire high levels of cognitive behavior? 




X 








7. Time 

a. Is the tln2 required to play the game reasonable 
in terms of nornial clasfiroom periods (40 mln,)? 






- 




X 


b. Can the 3am"; be adr.p*:t»d to diifcrent time limits easily? 


X 










c. Doen the -^m^unt lenrnlng justify the tltne spent in 
preparing stn^cnt.: co I'lBy the game? 










X 


d. Does the nnount of In-irnxng justify the time spent in 
playing the game? 








X 




8. t'lexlblllty 

a. Can the g'avro hr adnpted to appoai lo different 
age grouprj rnd r^otain ^-to educational value? 


X 










b* Can the ^^a\r\c content be changed to meet the needs of 
different nbility ^cvol£ v;lthia age groups and retain 
its educational v'^.lue? 


X 










9. Does the garret trnch or tfsc, i.r., can the p.amt* be played 
without hackgrou:. . learning? 






X 






10. Mathematical Calculrtloiv; 

a, Is the p,ar;c ccnii^rvictoc' so to r^limlnate the ni^ed 
for math'^n^ticA ' calculations? 
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EDUCATIONAL POSSIBILITIES - Cont'd. 



b. If math is required, what calculations are used? 



o 

2:: 



u 
m 



V) 



Jimm 



STUDENT INTEREST 

1. Is the game aesthetically appealing? (colors, artwork, etc.) 

1. Does it appear that students will remain actively involved and 
motivated without prodding or encouragement by iniLructor? 



3. Is game constructed so competition does not interfere with 
learning? 



Number of Players 

a. Can the gone be played by both individuals and teams? 



b. Can all participate actively' 



c. Can it be played by only onc'^ (solitaire version) 



d. Can the gam-? be played without teacher supervision? 



5. Rules and Direction^? 

a. Are the rules and cUrecrions concise? 



b* Are the rules and directions fully explanatory of the game? 



c. Are the rules and directions nasily understood? 



d, Ari3 suggestions made to uh'^ tencher for summarizing the 
content learned in the pam^? 



PHYSICAL CHARACTERISTICS 

1* Is the game easy to store? (T.s it se 1. -contained? Can it fit 
into file cabinets, drawers, shelves, or other areas accessible 
to the classroon teacher?) 



2. Use and Durability 

a. Will parts of the game last over a period of ^ime? (Are 
game parts made of durable m-^terials': Will the effect of 
heat, cold, and humidicy be negligible upon the materials 
and the usability of the gp.no?) 



b. In use, c^o the Diirus Juncciori ^/ell' 



y 

X 



J— 
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PHYSICAL CHARACTERISTICS - Cont'd. 

3. Physically Handicapped (Blindj Spastic, Deaf, Paraplegic) 

a. Could a physically handicapped person play the game? 
(I*e., taking into account that another student could 
spin a spinner, throw and/or read dice, move tokens, etc, 
for the handic£'pped person if necessary, would the game 
then be playable to Mae handicapped?) 



b. Could the gane be modified for the physically handicapped? 
(E.g., cards, paper money, etc., can easily be adapted 
for blind students by using a stylus.) 



o 

525 



I 



0) 



soinc of 
them 



c. Could a physically handicapped person play the solitaire 
version of the game, if any? (taking into account the 
modifications suggested in 3.b.) 



4. Consumable Materials 



4. Are conauirable materials inexpensively replaced? 



Approximate replacement cost of consumable materials 



b. Could a quick substitution be made for each part of the 
game if the need would arise? Or can the game be played 
with mi^::sing pvirts? 




c. Are playing pi^cep unlikely to disappear? 



5. Extra Equipment 



a. Is the game constructed as to eliminate the need for 
. extra equipment such as overhead projectors, films trip 
machine, Rtc? 



b. If equipment is necessary, what kinds? 




HUMPTY DUMPTY is a gaire. aboiiu eggs in the form of a ten piece jigsaw puzzle* In essence, 
it Is a multiple choice f^ame of ten questions with each question having two possible 
answers. To win, player vmr^t choose the correct answers (which are written on the 
puzzle pieces) and his ten pu?;zle pieces will then form an egg. The ten questions touch 
upon basic facts about st.orape, cooking, protein, grading, and use of eggs. The information 
to be learned would ba bcreficial to p.dults but the puzzle form of an egg may seem too 
elementary to some. 
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INFLATION 



Publl«her Paul S, Aoitdon and Associa tes 

Publication Date 197 2 

Cost $15.00 



EDUCATIONAL POSGIRILTTIES 
!• Is the Inforr^ticn accurate? 



no niaxlmum 
Suggested Number of Players niinimum 5 
^See Student Interest, question 4 

Reading Level required to read rules 10*5 

Reading Level required to play game 9^7 



» 

^ S « 

O O 0) 

^ tn >^ 



2. Objectives 

a. Are teaching ohjoctlvfts clear? 



b. Are teaching, objectives relevant to targeted student 
grotjp? 



3* Is gaice based roal-lifc oitiuaiionn and decislenfi? 



4* Does vinnlng require laiTOledge rather than luck? xt j 

_ No winner 

5. Does the gflne l-^pruve ittitudos to^;ard learning? 




X 



6. Does tte z^tn r3«;ulrn hi.o;h levels of cognitive behavior? 



7. Time 



a. Is the tinn required to play the game reasonablo 
in term'? of nortnil classroom periods (40 min.)? 



b. Can the 'jar'^ b'- ndapled to different time limits easily? 



c. Does th3 anrunt nf learning Justify the time spent in 
preparing .qtudent-? to plfly the gaire? 



d. Doc 3 the ar<>im*: of le-^rning jurtify the tirca spent in 
playing the <>pme? 



8* Flexibility 



a. Can thci g?r« he rd^pted to Appeal to different 
age grounr rctciin its educational value? 



b. Can (.he Ramo contc^nt b- chanped f:o mnet the needs of 
different ability levels within age groups and retain 
Its educat?'^nnl -^raluc? 



9. Does the ;;an-.e t^.r^xc. or ^est, I.e., can the game be playt^d 
without backfire mo Aenrnin.'s;? 



10 Mathematical Calcrlr.l imps 

a. I8 the p.aiao ?on •V.ruct'^d oh ko eliminate the ne-?.! 
lor Tpa*:henv>^ ic/ii ^^^1 filetiorn? 



X 
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If marh iJ raquired, V7hat calculations are used? 


o 




Somewhat 




Yes 


STUDENT INTIiREST 

1, In the gt^no r.e:ith -Lice i.ly cppt^ling? (colors, artwork, etc.) 


X 










2, Does it app^ir thni* ctudants vlll remain actively involved and 
motivated vitaciit: ;)rodJiac c^ncouragemenc by instructor? 




X 








3. Is game conci t.::ic ted do competicion does not interfere with 
learning? 










X 


Number of Player.^ 

a. Can ti',j S^^.i":c be plcyed hv both individuals and teams? 










X 


b. Can all p^rctcinate actively? 










X 


c. Can it plr.yrjc by only one? (3olitai*re version) 


X 










d. Can tho [30.'?^ 03 rlayed without teacher supervision? 












5. Rules and Dir^oc tr'.ci^.': 

a. Are the rulo-^ r,vA r^i.r>°ctlcnn ccncise? 








X 


■ \ 


b- Are th':* Mil^^^ ".r.d d i rcc':iopri ''ull/ explanatory of the game? 










X 


c r i\rc -11" . \(j 0 1'.r L lor. ^ e .silv nnoc. rsuooci; 










X 


d. '\re *{u^^,^^^/i.io -J r.^de to fh"^ teacher for summarizing the 
content Ic.irrcd :.ti tS*^ <;rtv*?? 










X 


PHYS I c A L c HAc^rc; i lin 'V I c r 

!• Is the gnryi to :*tor?? 'Itv it se 1 f -contained? Can it fit 
into file cahi.nct.;> (.'i:cr^2vii^ c^hclves, or other areas accessible 
to the cl'V.ssrr^r-:! u'^aclur;?) 










X 


2. Use nnd nurrbLl'.ty 

a, Will I' 'tr> ni t\vj g'^r.^o last over a period o[ lime? (Are 
gnnr "»ari:s ■ c" dvirahlo ninterialn? Will the cfi.ecr of 
neat, oo'.u, p.>cj rpTioi. :.y do nogjigiuie upon tne materia is 
■3.n^! tho urnbi'.^'Ly oi. thp ,?,air??) 










! 


b. In UF.fJ^ c'n th ^ part:.*, '■'unction v;e tl? 








— '--^-^ 
■1 II 
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PHYSICAL CHARACTFRISTICS - ContM. 

3, Physically Handicapped (Bllndi Spastic, Deaf, Paraplegic) 

a* Could a physically handicapped person play the game? 
(Let, taking into account that anoth2r student could 
spin a spinner, throw and/or read dice, move tokens, etc., 
for the handicapped person if necessary, would the game 
then be playabla to the handicapped?) 



can 



b. Could the game be modified for the physically handicapped' 
(E.g*, cards, paper money, ate, can oasily be adapted 
for blind students by using a stylus.) 



c. Could a physically handicapped person play the solitaire 
version of the game, if any? (takins into account the 
modifications suggested in 3.b.) 



4, Consumable Materials 



a. Are consumable materials inexpensively replaced? 



Approximate replacement cost of consumable materials 




b. Could a quick substitution be made for each part of the 
game If the nped would arise? Or can the game be played 
with missing parts? 



c. Are playinf^ pieces unlikely to disappear i 



5. Extra Equipment 

a. Is the gamp, constructed so an to eliminate the need for 
, extra equipm3nt such as overhead projectors, filrstrip 
machine, etc .7 




bt If equipment is necesj^ary^ ^'/hat kinds ?^^ 



INFLATION is a simulation in which students role play characters in a variety of 
roles in the cconoray. Different groups of players attempt to persuade the government 
to take the action against inflation best suited for thier purpc ^es. The simulation 
requires a substantia", crount of reading and group Intera^xtion for nu?,xlpum leamir*^* 
Some youth and adults might find this simulation too technical and difficult to hold 
interest « 
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LINGO 



Publisher Colorfoms, Inc. 

Publication Date n.d,; now packaging, 
Cost $2.00; $2.50 In J uly^l973'^ 



Suggested Number of Players _ 

•A'Seo Student Interest, question 4 

Reading Level required to read rules 



Reading Level required to play game 1^2 
(only teacher reads the cards) " 



ducatxoral possibilities 

1. le the information ^^ccurate? 


o 




Somevhat 




l< Yes 


2. Objectives 

a. Are teaching objecMves clear? 












b. Are teaching objectives relevant to targeted student 
group? 










X 


3* Is game b^ised on real-^lif^ situations and dcclBions? 






X 






4. Does winning require knmyledgo rather than luck? 


X 










5. Does the gar.<5 ir.prove attitudes toward learning? 






X 






6. Does tht? gac:3 rer^ul^o high levels ot cognitive behavior.' 


X 










7, Time 

a* Is the tine requirod to play the game reasonable 
in terir^' o*: normal classroom periods (40 mln.)*^ 


......^ 








X 


b. Can the gar/> be adf^pted to different time limits easily? 






X 






c. Does the rmo\m^". of learning Justify the time spent in 
preparliicj stuc^^^nts to play the name? 










X 


u. Does the amount of lea^*ning justify the time spent in 
playins the p,ame? 










X 


8* Flexibility 

a. can ^he grme be adapted to app to different 
age groups and retain its educa ^onal value? 


X 










D« i>an rne g«mti loni-ent o^? cnMn)?;nc lo iupri tne neeos oi. 
different ability ^^vels within age j»roupe and retain 
its educational value? 


X 










9# Does tbii g^ne tonch or te53t, i.e., can the game be played 
without b^^ck^^roun^' i^v'irninf?? 










X 
X 


LO. Mathcipatlcc'il Calculation.^ 

a. Is the gr,me ^.onst^^uctco sa ns to eliminate the need 
for ratliPiro t icAl ca leu in t Ions? 
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EDUCATIONAL POSSIBILITIES - ContM. 



b. If math is roquired^ vhal: ^-^alculat ions are used? 




o 

2; 



A) 
Pi 
O 



v. 



I 



STUDENT INTEREST 

1, Is the game aesthetically appealing? (colors, artwork, etc.) 



2* Does it appear thnt students will remain actively involved and 
motivated without prodding or encotjrngeinent by Instructor? 



3. Is game constructed 5>o competition does not interfere with 
learning? 



Number of Players 

a. Can the gane be played by both individuals and teams? 



b. Can all participate actively? 



Cp Can it bo played by rnly one? ^liolitairc version) 



X 



d. Can the pane bo play^.d without teacher supervision? 



5, Rules and Directions 

a. Are the rules and directions concise? 



b. Are the rules and directionc fully explanatory of the game? 



Cp Are the rules and directions easilv iinders toor\? 



d. Are suggei:t\ons vr:ule to the teacher for summarizing the 
content learnn] *.n the panci? 



X 



PHYSICAL CHARACTERISTICS 

U Is the game easy to store? (Ir it self-contained? Can it fit 
into file cabJ.iOts, drawers, fihclvt-s, or other areas accessible 
to the classroom teacher?) 



2. Use and Durahility 

a* Will parts of the gaiTie last over ^ period of time? (Are 
game parts i^ado of <)urable iT^atcriaU;? Will the t^ffect of 
heat, cold, /?nd humidity be nep.U^^iblo upon the materials 
and the ur^'ability ol the game?) 



b. In use, do th^^ pavlr hUnction v'oHi* 
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PHYSICAL CHARACTERISTICS - Cont'd. 

3. Physically HcndicappGd (Llind, Spastic, Deaf, Paraplegic) 

a. Could a physically handicapped person play the game? 
(I.e., talcing in':o account that another student could 
spin a spinner, throw and/or reac- dice, move tokens, etc., 
for the hftndiccippad parson if necessary, would the game 
then be playable to V.a handicapped?) 



b. Could the gars be r.cdi.fied for the physically handicapped? 
(E.g., cards, paper money, etc., can easily be adapted 
for blind students by using a stylus.) 



c. Could a phyoically hp.uJicapped person play the solitaire 
version of the get.a, iiJ any? (talcing into account the 
modifications suggested in 3.b.) 



4. Consumable Mnterlaln 



a. Are corsurnnble "ir.tfir.^.r.lr, inexpensively replaced? 



ApproKimate repl.-.ccmnt cost o.t con^iu-nable materials 



b. Could a quid: t}ubr> tit.ution be niad'2 for each part of the 
gane if the r-^od woulc' arise? Or can the game be played 
with inissine parts? 



c. Are playins places unl.-f.hsly to disappear? 



5. Extra Equipment 



a. Is the gar.c constructed so aq to oliminate the need for 
. extra equinrcnt such ".s overhand projectors, filmstrip 
raachlnn, '^tc? 



b. If cqvlpment i.a r-^ce'^p^ry, wh-it kinds? 





X 



some can 



"LINGO is a g.im^ about foods: dairy products, fruits, legumes, vegetables, grains, and 

meat." It is in thp fora of a bingo pane and its purpose is merely to teach names of 

worldwide foods. Tlie nnmo eac'i food is in English, French, and Spanish. Since this 

gane is targeted to younn; children, il: will probably seem too simple for adult students. 
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Btsi con mm. 



MANAGING YOUR MONEY 



Publisher CUNA Mutual Ii. ^u) aace Society 

Publication Date 1969 > i. 0 

Cost $5.00 



Suggested Nuraber of Players 2-6 



^Soe Student Interest » question 4 
Reading level required to read rules 7*7 
Reading Level required to play garoe 



'JDCATIONAL POSSIBILITIES 
I. I8 the information accurate? 


o 

X 




Somewhat 




Yes 


2, Objectives 

a. Are teaching objectives clear? 




X 








b. Are teaching objectives relevant to targeted student 
group? 






X 






3. Is game based on xeal-lifie situations aud declBioos? 






X 






4o Does winning require Icnowledge rather than luck? 


X 











5, Does the game iroprovo attitudes toward learning? 








X 




6. Does the gome require high levels of cognitive behavior? 


X 










7 T irae 

a. Is the time required to play the game reasonable 
in terms of porirnl classroon periods (40 min,)? 








X 




b» Can the game be adapttnl to different time limits easily? 




X 








c» Does the ajiount of learning justify the time spent in 
preparing students to plcy the game? 






X 






d.. Does the amount of learning justify the time spent in 
playing the game? 






X 






8. Flexibility 

a. Can the game be adapted to appeal to dllfcrent 
age group? nnd retain its educational value? 


X 










b. Can the game content be changed to me^^t the needs of 
different ability levels vithln age groups and retain 
its educational v^lue? 


X 










9* Does the game teach or ::est, I.e., can the game he played 
witho'jt backgroard Icinrnmg? 










X 


0- Mathcmaticnl Calculations 

a. Is the gnme con^.r-itted ?.a ns r.u eliminate the ie4-d 
tor mathematical cr Irulationt*? 


X 
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EDUCATIONAL POSSIDILIIIES - Cont'd. 

b. If math is required, whfit calculations fire used? 
Addition ♦ subtraction 


o 




Somewhat 




Yes 


STUDENT INTEREST 
1, Is the game aesthetic;:.! ly appealing? (colors, artwork, etc) 










X 


2. Does it appear that students? will remain actively involved and 
motivated without proddinjj or encouragement by instructor? 








X 




3, Is game constructed so competition does not interfere with 










X 


'5^4* Number of Plavers 

a. Can the game be played by both individuals and teams? 


X 










b. C«:.n all participate actively? 










X 


c» Can it be played by only one? (solitaire version) 


X 










d- r.an the came be nlcved without te^icher minervf *?i nn*? 










X 


RuIp*; and Hirpptlorm 

a. Are the rulen and directions concise? 










X 


b* Are the rules and directions fully explanatory of the ^arae? 










X 


Ca Are the rules and directions easily understood? 










X 


d. Are suggestions made to the teacher for summarizing the 
content learned in the ga;re? 


X 










PHY^TCAT. CHARACTERTSTTCS 

1, If the game easy to store? (Is it self-contained? Can it fit 
into file cabinets, drawers, shelves, or other areas accessible 
to the classroor teacher?) 










X 


/ 1 ... IF 

2* use and Durability 

a. Will parts of the game lasc over a period of rime? (Are 
game partf? made of dttrable materials? Will the effect of 
heat, LOid, ml humidity be negligiole upon the materials 
anr! the usability '^f the game?) 






J 




X 
X 

L— , 


b. In use, do the pari '5 function v/ell? 
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PHYSICAL CHARACTERISTICS - Cont'd. 



3. Physically Handicapped (Blind, Spastic> Deafi Paraplegic) 



ai 



Could a physically handicapped person play the game? 
(I.e. I taking into account that another student could 
spin a spinner > throw and/or read dice, move tokens > etc.> 
for the handicapped person if aacessaryi would the game 
then be playable to the handicapped?) 



o 

52; 



B 
o 

CO 



0) 



ome 



can 



bt Could the [jame be modified for the physically handicapped? 
(E.g. I cardsi paper money, etc., can easily be adapted 
for blind students by using a stylus,) 



c. Could a physically handicapped person play the solitaire 
version of the game, if any? (taking into account the 
modifications sugfjested in 3.b.) 



Consumable Materials 



a« Are consumable materials inexpensively replaced? 




/ 



Approximate replacement cost of consumable materials 

No Instnictions given as to replacement of 

consumable materials. 




b. Could a quick substitution be made for each part of the 
game ^f the need would arise? Or can the game be played 
with missing parts? 



X 



c. Are playinp pieces unlikely to disappear? 



X 



5« Extra Equipment 

a. Is the game constructed s^o as to eliminate the need for 

extra equipment such as overhead projectors, films trip 
machine, etc.? 



b. If equipment is necessary, what kinds? 




MANAGING YOUR MONEY requires students to select c vocation, repay a set laon, and save 
a set amount of money. The game focvises on insurance and credit unloms. It includes 
five types of insurnnce and players learn that insurance policies, although they cost 
money, can save cne mon-^y In th^^ long run. Chance rather than knowledge is the major 
factor in the plcying and winning of the game. Therefore, the title of the game is 
misleading since players have no choices or decisions in the actual management of money. 
Thi game has some procodure:- V7hich rii^ht lead players to make inaccurate generalizations* 
For example, salaries are collect'^ld at tb^ :edlt Union office and teachers can upgrade 
themselves at a technical school. 
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Publisher Bonefic Press 



MARKE T 

(Included in the Unit ECONQ>aC MAN ) (fewer can 
Suggested Number of Players 1S"^0 pl^y) 



Publication Date 



1971 



^ t $64, GO (ggi; ^ onl y ) 

$77.04 (teaching unit Lhnt includes 



^See Student Interest, question 4 
Reading Level required to read rules 7,9 
Reading Level required to play game 7,4 



EDUCATIONAL POSSIBILITIES 
!• IG the information accurate? 


0 




u 

E 
O 

X 




it* 


2. Object IvoG 

a. Are teaching objectives clear? 










X 


b. Are teaching objectiveB relevant to targeted student 
arotip? 








X 




3, Is gano basad on real-life situations and decisions? 








V 

«\ 




4, Doeo winning require knowledge rather than luck? 






X 






5. Does the {^ntne improve attitudes toward learning? 










X 


6* Doeo the r;owe require high levels of cognitive behavior? 








X 




7, Tima 

a. IG t^.o tiire required to play the game reasonable 
in terits of normal classroom periods (40 min.)? 


X 










b. Cap, th'i name be adapted to different time limits easily? 




X 








Door the amount of learning justify the time spent in 
pr:jparing students to play the game? 












d. Pcin tliC! amount of learning justify the time spent in 
pL'^yinr^. the f^ame? 






K 






8, Flexibility 

n. Cnn the gams be adapted to appeal to different 
ngn groups and retain its educational value? 




X 








Can the ;>amc content be changed to meet the needs of 
difror:^nt ability levels within age groups and retain 
itp edticational value? 


X 










9. Doen th*: :^ftr^^ teach or rest, i.e., can the game be played 
'Without h'j>ckgrrund learning? 










X 


10*. M^,rhor-.iL ica » Calculations 

n. Is tho f\ar\e constructed «o as to eliminate the need 
for tr":ti)ero3t ica 1 caJculation;^? 


X 








L 
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EDUCATIONAL POSSIBILITIES - Cont'd. 

b# If math is required, what calculations are used? 
Addition, subtraction, multiplication 


o 




Somewhat 




Yes 


STUDENT INTEREST 
1« Is the game aesthetically appealing? (colors, artwork, etc.) 










X 


2* Does it appear tl'^. students will remain actively involved and 
motivated without tirodding or encouragement by instructor? 










X 


3. Is game constructed so ccapetition does not Interfere with 
learning? 




X 








Number of Players 

a. Can the game be played by both Individuals and teams? 






X 






b. Can all participate actively? 










X 


c. Can it be play d by only one? (solitaire version) 


X 










d. Can the game be played without teacher supervision? 






X 






5. Rules and Directions 

a. Are the rules and directions concise? 








X 




b. Are the rules and directions fully explanatory of the game? 










X 


c. Are the rules and directions easily und^irstood? 










X 


d. Are suggestions made to the teacher for summarizing the 
content learned In the game? 










X 


PHYSICAL CHARACTERISTICS 

1. Is the game easy l:o store? (Is it self-contained? Can it fit 
into file cabinets, drawers, shelves, or other areas accessible 
to the classroom teachor?) 










X 


2, Use and Durability 

a* Will parts of the game last over a period of time? (Are 
game parts made jf durable materials? VJill the effect of 
heat, cold, and humidity be negligible upon the materials 
and the usability of the game?) 










X 


b* In use, do tho ^)flrtf5 function well? 










X 
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PHYSICAL CHARACTERISTICS - Cont'd, 

3, Physically Handicapped (Blind> Spastic, Deaf > Paraplegic) 

a. Could a nlyaically handicapped person play the game? 
(I,e.> tricing into account that another otudent could 
spin a ^piuner, throw and/or read dice> move tokens > etc.> 
for r.ha h Audi capped arson if necessary > would the game 
then be ulayablo to :he handicapped?) 



b. Could th.^. game be modified for the physically handicapped? 
caiTds, papor money > etc.> easily be adapted 
for blind ati'dcnto by using a styl. ..) 



c. Could a -physically handicapped person play the solitaire 
version of the game^ if any? (taking into account the 
modificatiions suggested in 3.b.) 




4. Consumable llate rials 



a. Aro. consuraible materials inexpensively replaced? 



Appx'-critnn-e laplacemcnn cost of consumable materials 
May dimllcatt: consumrble naterials. 



b. Coulr^. a qvic!'. substitution be made for each part of the 
gamo if cha naec^ would arise? Or can the game be played 

vrj.th mir.sinf? parti^r 



c. Are playir^^ pieces ualikely to disappear? 



5, Extra Equlp'n2nv 



a. Is the {^ro.n^e -onotructad so to eliminate the need for 
. extra cquip--.o.nt ruc.i cs overhead projectors > fllmstrip 



b. If c^^quij.^ont Is in^cesnnry^ what kinds? 




o 




4J 
0 

o 

CO 



0) 



MARKET is cimul?.ti on In ^^hlch players can learn to understand the economic principles of 
supply and denrnd. Pliyers nrG either consumers or retailers. Consumers must plan a menu, 
entimnte th.: i od prices, and buy tlie foods from the retailers. Retailers are in 
competition with onn ^no^her find mast SGt prices and attempt to draw the consumers to their 
business anri r'-^'^.e c: proCI. t. Soma confusion may result because no amounts are indicated 
r.r ,any "^ccd and pricorj n?.y repren^int different quantities. For example, raw potatoes 
(?.25, potato o\'^.la'^. ^'3 .3?, nw^ french fries (? .20 each represe:it two servings on the board. 
Qucstiom mijjh': hn ?o to vhy all meal^ must have meat, potatoes, and dessert, for 

ex;:^:iple, poc! br«rd \'rf^ nevor included. In general the game not only provides the atmosphert 
for learn^nf', rjupnly '^nd dcmnn^l buL' helps tho consumers in comparison shopping. This latter 
aspect would r^'dmpj^ bo the mosL beneficial to Adult Basic Education students. 
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BESI copy mtlABLE 



THE NUTRITION GAME 



Publisher Graphics Co. 
Publication Date 1972 



Suggested Number of Players 2-4 



^^^^ $9.95 postpaid. (If purchased 

with one copy of the' Calorie Game, 
$18.75) 



EDUCATIONAL POSSIBILITIES 
!• Is the inforir. tioa accurate? 



*See Student Interest, question 4 
Reading Level required to read rules 9.4 
Reading Level required to play game ^ 



2. Objectives 

a. Are teaching objectives clear? 



b. Are teaching object iveB relevant to targeted student 
group? targeted croup stated but suitable for 
children or adults. 



3. Is gflffic based on roal-lifa situations and decisioas? 



4. Does winning rs'juirc knorvledgc rather than luck? 



5. Does the i;ar ^ Inprovo attitudes toward learning? 



6. Doea the gncrs renaivc ^13:1 levels of cognitive behavior? 



7. Time 



a. Is tho timo required to play the game reasonable 
in terms of norr.ial classroom periods (40 min.)? 



b* Can th'-. gnrrc' be r.d.-ipted to different time limits easily? 



c. Dor th? r.nL^^nt of learning justify the time spent in 
preparing ctpdc':>t.-^ to plcy the game? 



d. Does the atrouut of lec^rning justify the time spent in 
playing tho f;ancV 



8. Plexibilil V 



a. Can tho f^rtr:^ bn nd^ot-^d to appeal to different 
age grounc '^r-J rot-^in i<:r^ educational value? 



b. Can the gama corten*: chr.nged to meet the needs of 
different r.')ilicy \2-^^lr> v;ithin age groups and retain 
its educational v^itK?? 



9- Does the gfive to^^ch or tes'.., i.e., can the game be played 
without bf^ckz^cv'M' i:.u-nine? 



o 



10. Mathenntic/il C^lcul'.Moni 



a. I9 Lho gano cnnsLruc c.^id so as to eUminate the need 
for tratherrntic" 1 cr. » culationii? 



4J 
CO 
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EDUCATIONAL POSSIBILITIES - Cont'd. 

b. If math is required, what calculations are used? 
Subtraction, Addition (Banker must make change) 


I 

0 


1 


Somewhat 


1 


Yes 


STUDENT INTEREST 

1. Is the game aesthetically appealing? (colors, artwork, etc.) 


t — 








X 


2. Does it appear th^^*: students will remain actively involved and 
motivated without prodding or encouragement by Instructor? 










X 

- 


3. Is game constructed so competition does not interfere with 
learninE'^ 










X 


*4. Number of Players 

a. Can the game be played by both individuals and teams? 










X 


b. Can all participate actively? 










X 


c. Can it be played by only one? (solitaire version) 










X 


d« Can the ttamo be nlaved without toachor minprvl ^ inn*? 










X 


5- Rules and DirocL^on^ 

a. Are the rules and directions concise? 










X 


b. Are tho rules and directions fully explanatory of the game? 






— 


' 


X 


c. Are ttie rules and directions easily understood? 






^ 






X 


d« Are suggest ions made to the teachtir for summarizing the 
content learncc^ ;n the gan:^:?? 










X 


PHYSICAL CHARACTER TST] CS 

1, Is the game sasy to store? (Is it so If -conca inedV Can it fit 
into file cabinets, drawers, shelves, or othei- areas accessible 
to the classroam ceacher?) 




h 


H 




X 


2. Use and Durability 

a, Wir parts of the gamr last: over a period of time? (Arc* 
game parts made of dur^^blo material?^? Will ih^' effect of 
heat, cold, and humidity be negligible upon the materials 
and the usabiliLy of the gnme?) 




1 — 

I 
i 

i 





1 

j 
1 

i 


b. In use, do the pins tunccion well? 






^ 

X 
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BESi copy mm 



PHYSICAL CHARACTERISTICS - Cont^d. 



3, Physically Handicapped (Blind, Spautic, Deaf, Paraplegic) 

Could a phycically handicapped person play the game? 
(I.e., taking into account that another student could 
spin a spinner, thrc; av.C/oi read dice, move tokens > etc, 
for the handicapped person if necessary, would the game 
then be playable tc the handicapped?) 



Could the gr.ne bo nocVLfioc: for the physically handicapped? 
(E.g., cards, paper '^^ney^ etc., can easily be adapted 
for blind studentn by vning a stylus,) 



c. Could a physically handicapped person play the solitaire 
version of the gnne, if c.nyl (taking into account the 
modifications suggested in 3,h,) 



4, Consumable Materials 



a. Are consumable i^.atari^iis inexpensively replaced? 



Approximate replacer-^.r t co3^ o2 co isurnible materials 



b. Could a quick substitution be made for each part of the 
game if the neod would arise? Or can the game be played 
with missinc; parts? 



c. Are playin5 pieces rrli!:?.!- to disappear? 



5. Extra Equipment 



a. Is the f;airci constructed so n^ to «liml.nate the need for 
. extra eq\\ipment such as o^-arhapd projectors, films trip 
machine, etc.? 



b. If equipnent -^.r, ncr-iisi^^.^ry. what kinds? 





u 
Id 

o 

CO 



X 



>ome 



X 



CO 



ca 



The object of THE NUTRITION GAIIE in Lo buy foods with both calories and monry in order to 
obtain one hundred percent of the Recommended Dietary Allowance of eight different nutrients* 
Eight different options o.^: pl?.y, Includinj a r>olitaire version, are suggested to the teacher. 
These options, in rdditiic . to rny othcrc^ which individual teachers could think of, make this 
game ver>' flexible. Adult 3'>r^ic Edticntlon students could learn a great deal about nucrition 
from the gamo and the variety o/ foodn Included in it. 
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PINK PEBBLES 



Publisher Educaclon Venturer, Inc. 



Suggestod Number of Players 6 



Publication Date^ 
Cost $8.00 



1972 



^See Student Interest, question 4 
Reading Lev<^ : equtred to read rules 5.8 
Reading wi required to play game 3*5 



tUCATIONAL POSSIBILITIES 

1. Is the information accurate? 


o 




1 

Somewhat 




to 
<u 

>^ 

V 


2. Objectives 

a. Are teaching objectives clear? 




X 








b. Are teaching cbjectives relevant to targeted student 
group? Adequate for elementary level. 




X 


X 






3, Is game based on recl-lif« situations and decieions? 


X 










4. Does winning require knowledge rather than luck? 


X 








' ■ 


5. Does the game itrprove attitudes toward learning? 






X 






6. Docs the gomt^ require high levels of cognitive behavior? 






X 






7. Time 

a. Is the time requirod to play the game reasonable 
in term^^ of normal classroom periods (40 min.)? 








X 




b. Can the gaic^ be adapted to different time limits easily? 






X 






c. Does tho r.mount of learning Justify the time spent in 
preparing ntp.doMts to piny the [^ame? 






X 






d. Does the cmount of lonrning justify the time spent in 
playing the game? 




X 








8. Flexibility 

a. Qan the gar^e be adapted to appeal to different 
age groups and retain its educational value? 


X 










b. Can the gatre content be changed to meet the needs of 
different ability levels v^ithin ago groups and retain 
its educational value? 


X 










9» Does the gam« teach or test, i,e,, can the game be played 
without b^\ck'5rcu'^d l^:^rninj?? 










X 


0. Mathenvetical Ca lc«ilat ions 

a. Is the game corstruct^d sa v'ls to eliminate the need 
for mathematical colcuMtions? 










X 
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EnilfATTOT^T Pn^^TRTT TTTF<? - rnnf ^rl 

4ul/ljkir\ J. X WlNrV Li i wO O X D X i^X 1 i,lto LfOUL CI « 

b. If math Is required, what calculations are used? 


o 

// 


'//, 


u 
«0 

B 
o 

// 


// 


0) 

tu 

^// 


STUDENT INTEREST 

!• is cne game aescnecicaiiy appealing^ (colors, artwork, etc.) 










X 


2. Does it appear that students will remain actively Involved and 
iuuLLvciL(fu wxLduuL piTouuj-njj; OT c nc ou ragciiin u u oy insrrucLors 










X 


3. Is game constructed so competition does not interfere with 
learning? 




X 








Number of Players 

a. Can the game be played by both individuals and teams? 




X 








b. Can all participate actively? 










X 


c. Can it be played by only one? (solitaire version) 


X 










d. Can the game be played without teacher supen'vsion? 












5« Rules and Directions 

a» Are the rules and directions concise? 










X 


b« Are the rules and directions fully explanatory of the game? 












c« Ar*** the rult}?? and Llirprt*inn^ pa«;i1v iinHfrc ^nnr^? 












d. Are suggestions nade to the teacher for summarizing the 
content lea^^^.ed in the game? 


X 










PHYSICAL CHARACTERISTICS 

1. Is the game easy to store? (Ts it so If -contained? Can it fit 
into file cabinets, drawers, shelves, or other areas accessible 
to the classroom teacher?") 










X 


2. Use and Durability 

a« Will parts of the game last over a period of time? (Are 
game parts mde of durable moterial.q? Will the effect of 
heat, cold, and humidity bo negligible upon the materials 
and the usability of the game?) 










X 


b. In use, do the parts function v;ell.? 






i 




X 
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PHYSICAL CHARACTERISTICS - Cont'd. 

3. Physically Handicapped (Blind, Spastic, De.^f, Paraplegic) 

a. Could a physically handicapped ocrson play the game? 
(I.e., taking into account that another student could 
spin a spinner, throw and/or raad dice, move tokens, etc., 
for the handicapped p.^rson if necessary, would the game 
then be playable to the handicapped?) 



b. Could the game be modifier' for the physically handicapped? 
(E.g., cardSv pfip^^ money, etc., can easily be adapted 
for blind studentri by using a stylus.) 



c. Could a physically handicapped person play the solitaire 
version of the gcrae, if r,ny? (talcing into account the 
modifications suggested in 3.b.) 



Consumable Materials 



a. Are consumable materials inexpensively replaced? 



Approximate replacement cost of consumable materials 



b. Could a quick substitution be made for each part of the 
game if the need would arise? Or can the game b » played 
with missing pirts? 



c. Are playinp, pieces unlikely to disappear? 



5. Extra Equipment 

a* Is the j?ame constructed so as to eliminate the need for 
extra equipment nuch as overhead projectors, fiimstrlp 
machine, etc.? 



b. If equipment is nacesscry, what kinds? 




X 




som 



:i ca i 



X 



PINK PEBBLES Is a game about hov money began. Players assume the role of a farmer in a 
society without monoy and must learn the art of trading in order to obtain Items he needs 
and wants. It provides a few opportunities for decision making. PINK PEBBLES seems to 
be targeted to younger 'Students or adults at an elementary level. Although players may 
learn something about hew money began it probably would not be very useful In making 
consumer decisions in today's focLfty. 
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BEST copy mm\i 

Publlfiher Urban Sygtcms, ly^c , 

Publication Date 1970 

Cost $10.00 



POPUUTION 



Suggested Number of Players 2-6 

*See Student Interest » question 4 

Reading Level required to read rules 10^2 

Reading Level .equired to play game 11,2 



EDUCATIQM^L POSSIBILITIES 
1. Is the inforrntilon accurate? 



2. Objectives 

a. Arc teachina objectives clear? 



b. Are teaching objcctiveo relevant to targeted student 
grroup? Unsure of toaching objectives. 



3. is game based oa rcal-llfc oituations and declciiwis? 



4, Does winning roruirc ^cnwledge rather than luck? 



5. Does the gr.rr.e iunrcve attitudes toward learning? 



o 

Jz; 



X 



6, Dees the gnnj roqnirn high levsls of cognitive behavior? 



7. Time 



a. Is the ti'-e reqai^-od to play the game reasonable 
in terms of nomal clasLiroom periods (40 minO? 



b. Can the gar- be adap^-.ed to different time limits easily? 



c. Doe3 th:^ amount of lenrnlng jus ify the time spent in 
prepar^.ng s::udo.ntn ta play the game? 



d. Doec the amount of learning justify the time spent in 
playing th-j .-^r.re? 



8. Flexibility 



a. Can th:: gar^ .-^.c^lr.tod to appeal to different 
age groupr nnd retain its editcational value? 



b. Can the game conten*: be changed to meet the needs of 
differort ability levols v;ithin age groups and retain 
itfl educAtioartl vriur?? 



9. Does the gntr.e te-^ch or test, i.e., can the game be played 
without lrrk'>r^ jnd lonrr^ing? 



10. Mathematical Cnlculntio::^'i 



a. Is the game cons Lnic :.ed so as no eliminate the n^^ed 
xor irrthem'^ticol cciculnticns? 



X 



I 

E 
o 
to 



X 
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If vcnth Ic r^quir^d, what cnTculatloriB ifire used? 
Addition > r^ubtrrct ^ on 


No 




Somewhat 




Yes 


STUDENT IHTKR^ST 
1. Is the gan^o nftntnetlco .ly appf^aling? (colors, artwork, etc,> 










X 


2, Does it a*;>poi'r: thnt ^i^u'^^atr will vema'^n actively Involved and 
notivatcd vitUout pv- deling ct encouragoti-fint by instructor? 




X 








3. Is gane conotructec^ ro oorao^^tlt Ion doee not Interfere with 
learning? 








X 




Number of Playerr 

a. Can th^ Rnm'^ be nlayed by both Individuals and teams? 










X 


b. Cnn all nc^rtlclpvto nct5.voly? 












c. Cnn It bo '>l«yi^.r by '*nly one? (solitnire veroion) 


X 










d. Can the sn.ro bo r^cypd vithont teacher aupervlsion? 






X 






5t Rulen J?nd DL^ectli^nf 

a. Are the ^rr.lc^- n.iv^ rUrrctlonQ concise? 




X 








b. Are the n 1 a^^:^ dir^.cU one fully explanatory of the game? 




X 








c, Ar'^ tb*c r'.!'..er ^^.r»d dir'^ction^ ''^aplly understood? 




X 








d. Arc r ur;30'".tlonr: r-^.^lo '.o the ter.chsr for aummarizing the 
coatenl' le^.rno^j in th^ g^:^::? 


X 










PHYSICAL CHARACTT^RISTICJ 

1. 1b the pr.i-.rj any <-.o ^^w^c'v:? (i.n it- r>o? 5-contnined? Can it fit 
into file cnbin'^^te;, dm^'^^rp, nhelvefl, or other areas accessible 
to the clnrsroo^i t:3r.cl:'3r? ) 










X 


2. Use and Durability 

a. Will port.? 01 L'h'^ p.*Jr^ Inst over a period of time? (Arc 
gr.TT'^ partr -i^r^ of '^urabl'^ materials? IJill the effect of 
Nnflf r>r»l<^ mr\ hnT»-lrHfv n«^'*'1'it7"Ihlp unnn the mater IaIr 

.*Hnd *:h'^ unnbllity of che frnn^?) 










X 


b. In unc , do th^^ ^^'"xvlc function w*3l.l? 










X 
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PHYSICAL CHARACTERISTICS - Cont'd. 

3. Physically Handicapped Tlllnd, Spastic, Deaf, Paraplegic) 

a. Could a phyt^ically handicapped person play the game? 
(I.e., taking into account that another student could 
spin a op inner, throw and/or read dice, move tokens, etc., 
for the handicapped person if necessary, would the game 
then be playable to the handicapped?) 



b. Could the gane be modified for the physically handicapped? 
(E.g., cards, paper money, etc., can easily be adapted 
for blind students by using a stylus.) 



c. Could a physically handicapped person play the solitaire 
version of the gane, if any? (taking into account the 
modifications suggasted in 3.b.) 



4, Consumable Materials 




a. Are consumable materials inexpensively replaced? 



Approximate replaccnient cost of consumable materials 

No Instructions ; :;lv en as to the reolacement 
oi consumable maL-eriVTs^ " 



b. Could a quick ^3ubstitution be made for each part '>f the 
game if the need would arise? Or can the game be played 
with missing parts? 



c. Are playing pieces unlikely to disappear? 



5. Extra Equipment 



a. Is the game ccnstruct-sd so as to eliminate the need for 
. extra equipment such as overhead projectors, films trip 
machine, etc.? 



b. If equipment is n^»ces3ary, what kinds? 




o 




I 

0 
o 



some can 



X 



X 



0) 
0) 



POPULATION Is a game in which players strive to solve a crisis of overpopulation in a 
rapidly developing countr}'. Although sotre decisions must be made by the players, the 
game seems to be prlrrarily for purposes o;'! entertainment and/or consciousness raising. 
Its relation to consur^er education is merely that consumer decisions can affecL 
population growth. POPULATION is a complex ga.ie and the complexity led to confusion 
and lack of inter-^st among the adults and high school students who played in our situa- 
tions. Its complexity reduced the enjoynifant and the learning. 
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PROPACAMD^ 



Publisher Wff'n Pr oof 

Publication Date 

Cost $6.00 



2-4 



Suggested Number of Players^ 
•jVSee Student Interest:, question 4 

Reading Level required to road rules 8.6 

Reading Level required to play gnme 6.0 



DUCATIONAL POSSinTLITr-ir, 

1. lb the infoiTL'itiOi! rccurate? 


No 




Somewhat 




^ Yes 


2. Objectivec 

a. Are teaching cb:;cctivei;i clear? 










X 


bp Are teaching, object iVQB relevant to targeted student 
group? 










X 


3. Is gams bo^acJ cn r^ial-lifi^ :iltuatica!5 and decieioos? 










X 


4. Does vlnnlng rcni^irtj ^rncTv'ledgo rather than luck? 










X 


5p Does t-he ^ar*^ innrovo atzitud^s tow^.rd learning? 






X 






6. Does th^ gsrv ^'ar::irc> high levels of cofjnitivc behavior? 










X 


7. Time 

a. Is the tirno rcjuirod to p^ay the game reasonable 
in t'^rniiJ *'.or!r'^'. clncroom p::^rieds (40 min.)? 










X 


b. Can tho n^."^- bo 'uln-ycot^ to dificrent time limits easily? 










X 


c. Does the '^^^PTMnt l^iixrrixx^^ justify the time spent in 
preparinfj .'7w'v1"n.„r tr piny the patr.c? 








X 




d. Does tho Tcrunt :rC iG^^'irnin?^ justify the cime spent in 
playing th-^ r^p-^; 










X 


8. Flexibility 

a. Can J:bc 7?r.3 '^.r'anred to ^^ppea?. different 
rge grc^ups r.r.d rotiln -^.tt^ odircatlnnal value? 








X 




b* Can thf^ RO^ri ^onlont be chan^'^.d to meet the needs of 
diff^r'int abilit" IovcIg '^ithin age fjroups and retain 
its education.?.^ V'^^luo? 


X 










9. Does the i^avT. ^ca:h or te;it, i.e., can rhe gsi .<? be played 
without bnc^:3rcuVi'' lon'^ni^.nf*,? 






X 






LO* M^thenut ic^i^ CAlCMlrvti/jns 

a, In thj '^am:? ccn"; cn'ctod a.'j elininate the need 
for tr'^the:^'^^:ica I ri ^ r:aMr ion^? 
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m\ bun mmii 

EDUCATIONAL POSSIBILITriS - Cont*d. 

b. If math Is required, whac calculations ate used? 
■ ■ — » ■ ■ ■ . . ■ ^ - , , 1 


o 

2!: 




Somewhat 




. Yes 




/ / 








STUDENT INTEREST 

1. Is the game aosLheticolly ^.pp?allng? (colors, artwork, etc.) 






X 






2. Does it appear that ctudent.^ will renain actively involved and 
motivated without proddin<? or encouragement by instructor? 








X 




3. Is gamo constructed so conpctition does not interfere with 
learning ( 








X 




H • iNUmDer o L J. i.ciyej.5 

a. Can the gGms be played by both indiv/iduals and teams? 










X 


b. Can all participate actively? 










V 


Cp Can it be plnyod by only one? (r.olitaire version) 










X 


d. Can the g'^,mo b:^ play^^d without toacher supervision? 






X 






5« Rules and Directions 

a. Are the rulon and directtonr? concise? 


X 










b. Are the ruler and directions f.J.ly explanatory of the game? 










X 


c. Arc the rulr^s -^.nd cirocticnc; easily understood? 




X 








d. Are suggertions nndn to thr' tc^'^.chcr ""or summarizing the 
content learnrd in the pane? 


X 










PHYSICAL CHARACihRIb J ILb 

\. Is the game easy to r:*:ore? (I.t i\. sc 1;* -contained? Can it fit 
into file cabinetry, c'rnirnrr:, v'^helvos^ or other areas accessible 
to the classrocri Lcache:'?^ 










X 


2. Use and DurabiHty 

a. Will parf: the gare last over a period of time? (Are 
game parts -^'^^lo ol durnhln m'^lerials? Will the effect of 
heat, cob-', v-^nd honU: 'J:y bo po[,ligiblo upon the materials 
and the usability of the game?) 










X 


b. In uso , do the nn*^trj t'ltnot ion wel''.? 








\ 
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PHYSICAL CHARACTERISTICS - Cont'd. 

3, Physically Handicapped (Blindj Spaetic, Deaf, Paraplegic) 

a. Could a physically handicapped person play the game? 
(I.e., taking; into ^xcount that another student could 
spin n spinnor^ i:hrov and/or read dice, move tokens, etc., 
for the hexidicr.ppad person if n>3C03sary, would the game 
then be T.)]r.yable to iiho handicapped?) 



b. Could the pai/.-a be modiflod for the paysically handicapped? 
(E*2*> card3, pnper money, ?.to,, cer. easily be r.dapted 
for blind students by using a gtylu:^.) 



c. Could r. physically handicnppud person play the solitaire 
version of the snms, if any? (taking into account the 
modifications suggeated in 3,b.) 



4. Consumable Mntr.rialts 

a. Are consuTtiablc in?.terir.ls inexpensively replaced? 



ApproxiiPatc rep.lacomant. rost of consumablo niaterials 



b. Could a quick sub::; ti tut ion be mde for each part of the 
game if th^ v.^^ed v/ould aris'e? Or can the game be played 
vith TnissJ.ncy nartr.? 



c* Am play inf. vh-.^nr v.i.\il'cly to disappear? 



5# Extra Squiprnm^ 



Is the 3am;D comtruc*:.p-d so pb to Gllininate the need for 
extra f.qi4pmant such as overhead projectors, films trip 
machinp^j, etc •? 



b. If equipment :.s nec3££^:?ry^ what k:\nds? 




50vae 




can 



PROPAGANDA is an exe-cire in -^iG^ir rhiiiMn'^ which requires the players to identify 
techniques of prora^^andn frcn cyar,':pl'?.«^ -^ivon. Different methods of playing are 
suggested and the f^.rm^ is b^nic^.lty ouitr-. ^exible. Two sections of PROPAGANDA are 
especially rolevaue tn fo.irciinG^' oducr.tioti o.cpecially if included in units in advertising, 
salesmen's perf^uasion L^chniqueQ, o*:c. Adult: Peslc Education students could find this 
game to be ovorwhelrriur', du'^ -o :he amount rending in^'olved. However, if given assistance 
it would be chnllenging rn} .'.nter^s tinr; ' o '.'lien. 
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BEST copy wim 



SH^RE THE RISK 



Publisher Changing Tliaes Education Service Suggested Number of Players ^"^^ 

Publication Date 1972 

Cost $62.50 



•^Sec Student Interest, question 4 
Reading Level required to read rules 8«9 
Readinii Level required to play game 



EDUCATIOML POSSIBILITIES 

1. Is the information accurate? 

2. Objectivea 

a. Arc teaching objactives clear? 



b. Are teaching objectives relevant to targeted student 
grocp? 



3, Is gi^me based on rar.l-life altuntione and declBions? 



4, Docs winning i.cqvi ire knov/ledgri rather than luck? 



5. Does the gaire improve attitudes toward learning? 



6. Does the gnrs require high le;clr o£ cognitive behavior? 



7, Time 



a* Is the time required to pl'^y the game reasonable 
in term of norn^il nlannroom periods (40 mln.)? 



b. Can the ga^^ be ad.ipte^l to different time limits easily? 



c. Does the: nir.ount of learning justify the time spent in 
prrparinj* studonts to plciy the ^amo? 



d. Does th-:! ruxsunt cf lec^rnlvig justify the time spent in 
playing the game? 



8. Flexibility 

a. Can the g€!m^ be adapted to rpp'Bal to different 
if t eacher re^^s^nn^^ma^o^recor^^ r(^u^entQ could play 



b- Can the gare content bu changed to meet the needs of 
different r.bility Icveln within a^jc groups and retain 
its educational valu'?? 



9. Does the game tt\r\^ or i.o., can the gane be played 

without background Jer.rnir*':;; 



10. Mathcmitlcal Calculaticur 

A, Is the. game conM truci eJ r.o as to el iminate the need 
for trntbepntirr L cnlc»iIation'<? 



o 

2; 



X 



(0 

B 
o 
cn 



X 



(0 
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EDUCATIONAL POSSinil.ITIES - ConLM. 
(interest: rAtoc, etc) 

If runth In roqutrefl, whnt calculations nro used? 
all typeB or calculations 


o 




4J 

09 

:* 

4> 
a 

vz 

O 




Yes 


STUDENT INTFREST 
1. Is the game aest-ioticni. ly appealing? (colors, artwork, etc.) 








X 




2« Does it appear lihnt rtiulonts will remain actively involved and 
motivated without proddinf^ or encouragement by instructor? 






X 






3. Is game constructed so competition does not interfere with 
learn mg . 










X 


a. Can the gam': be played by both individuals and teams? 










X 


b. Can .'>.ll participaL^ actively? 










X 


cl Cr.n it be plr.ytui I'v only one? (solicairo version) 


X 










u« L»an nnc^ j^t ne dc p 'jiyc<.i ^/j. liioul LtiuLnrr bupt'rvis lou r 






X 






j« ivUies r.nci i) 1 rcr I. jionf 

ho Are tiie rulcn -'^.pd directions concise? 








X 




Arc t\\r\ ruler and 'lirocr.ions fully explanatory of the game? 










X 


c. Arc the ri'Tcf; and ^iirections easily understood? 






X 






d* Ar? r.iu;;;<53r. tion*^ irnd'*^ to the teacher for summarizing the 
contpnt lerr-ncd in t^^p ^a^e? 

1 ' . , . __ - ^ . . ' 










X 


PKYblLAL CllAllAL i-IiK ti^ L . 

1. Is the gam'^ enr^y to --^toro? (Is it self-contained? Can it fit 
into file cabinotn, drawers, shelves, or other areas accessible 
r.o the classrnori ^eachcir?) 




1 






X 


2. Use and Durability 

a» Will nart of Lh*} i^r.mc last, over a peri.od of time? (Are 
game pirtr rirlr. ot duraM'^ matc^rials? KMll rhe effect of 
heat, '^oidj /;nd in.'Titdit" h'-* negligible upon the materials 
and the urabiUty civ? game?) 










I 

! 

1 

X 


b. Tn use, d.) the p-^.r.f^ funcc Lon w(:ll? 


i . 








X 
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PHYSICAL CHARACTERISTICS - Cont'd, 

3, Physically Haadicapped '^lind, Lpat;tic., Deef, Parapleyic) 

a. Could a physically l^rindxcrppeu pe^*son play the game? 
(I.e., takinn into c^ccount that anoLher 3tUf^ent could 
spin n spianar^ tUrov; ^ad/or xxr.d dice, move tokens, etc.^ 
for the hand:Lccpp':iJ person if aecessary, \70uld the game 
then be playable to f:he handicapped?) 



b. Could the pane bd podif/.ed for the physically handicapped? 
(E.2«i CrrrdSs naper .^oaey, etc., can ncsily be adapted 
for blind stud atn by usinc a otyluG.) 



c. Could a physically handicapped person play the solitaire 
version of the game, if any? (takinfj; into account the 
nodif icationr su32ented ia 3.b,) 



o 

S5 



I 

B 
o 
10 



4, Consumable Materials 




a. Are consumable matarials ine:q5enFively replaced? 



Approximate repla::er:)9nt cost of -onsumpble materials 




b. Could a quick .cubr litvtioa be r^jp.do for each part of the 
game if the need \;o^'lc nrlse? Or cm tha same be played 
v;ith misniiis narts? 



c. Are playir. 3 pi'^-cc*^ o^likol> to dir?ppr:>r? 



5* Extra Equipment 

a. Is the gamo coa3'::.u::^ed ho a?^' to eliminate the need for 

extra Gq-.rin'7>e:vt ni.ch r.s overneaH nroie':tor3, fl.lmstrip 
machine ^ etc.? 



b. If equipment is neccgcj-^^y ^ ^?hrt 'cirds? Duplicating 
machine needed fo*- consumable n':\tcrials. 



// 



ome 



'/I 




can 



SHARE THE RISK is a parne viGaat to in^roducc^. insurance and its basic concepts. Players 
assume the du£-:i role of family )\ead nr>d mnrb-ir or a share-the-risk pool and their goals 
are to impro^^e the family's necurity and protect their family from the two perils, the 
Crunch and the Vark» Thase peri.i.n inclvido damap^c to people's property and threats to a 
family's health and li.ie. iUayers must decide how much money they should pool to protect 
themselves from those perils. S^tAir^ THE RISK can teach a basic understanding of both the 
con^^umor viev/ of Ins irnncn -^.nd th:^ v.^.cw of the incirrance cor;)any. Some of the concepts it 
can teach are the Mnder:*)tPnJ.- n;^, jf prc^-.t^biJJ.ty , ris':, in^^urance planning, loss experience, 
cost of insurance, nrd oL\ Vi:r> 'j'-^^. t o the ancjnt of paper v;ork and math calculations, 
Adult Basic Kducatior s^irecnt... m:;.[dit xAnd ':hls .;ame rather difficult and they could lose 
interest . 
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SI-IARP SHOPPER 



Publisher Gillum Rook Ccmpany 



Suggested Number of Players ^ 



Publication Date^ 
Cost $5.00 



*Sce Student Interest, question 4 
Roaciinr: Levnl required to read rules 8,5 
Reading Level required to play game 6,4 



IDUCATIONAL POSSIlilLITIES 
1. lo the iaf ornsticn rcctrate? 


No 




1 S omewha t 


X 


CO 

>^ 


2 - nb 4ect "f ver 

a. Are tcrxhr^Qj cbjcctivcs clear? 












b. Are teaching objoctivea relevviat to targeted student 
Srotrp? targ.^tod group seated. 


















X 








X 










5. Does zhe gaue irprcvc at*:itvidr.s to*mrd learning? 










X 


6. Doea the fjecc rP'^uirs iiip;h levelr of cognitive behavior? 


X 










a. Is tho tiro r/G-^uir'id to play the gene reasonable 
in terr:.^ of norrra"' clrssroo^n periods (^^0 min.)? 






X 



















Does tho rm/7iirt of lenrnin^ justify the time spent in 
prep?.rLn3 -^tuc^^iiti to pL'iy tho ga^?? 










X 


do Dc2s the r"^^i?nt learnin,^ jurtify the time spent in 
pUyin^ ':ho ^^^-^o? 






V 
A 






8- "Flexibility 

a. Can th^ gnino hi adnr»;ed to i?ppeal to different 
r.ge group.''' rnd "*etoi"» it'; odt'C^tional value? 










X 


b. Can the g.-^r^n ran^:onL be chnnced to meet the needs of 
dlfferr^nt ability l<'velG vHthin a%n groups and retain 
its edi'cnti'^trAl v*\luo? 








X 




9. Does the p.^r-iJ torch or t^.^st. con the game be played 
without ^r>.c';y,r'^ur•' Ij'rninfrV 










X 


LO4 Mathemat icp.l C^^.J.cul^t? on*^ 

a. Tn thft f^^r'^ conr truct^H ro an ::o *=5 liminnt(^ the need 
for rAth^.nJ^t icA I c^lco lat icnr? 










X 
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EDUCATIONAL POSSIIULITIKS - Cont'd. 

b. Tf mnth is i-2nulrod, v/hat calculations flrc uscui? 


1 

o 

'\ 


1 

\ 


1 

I 

o 

// 


/// 


CO I 

■'// 


STUDKNT INTKREST 

1. Ts the como aesth^tical Iv anpcaliag? (colors, artwork, etc.) 








1 


X 


2. Does it appear that :^tL!(.!en will rutnain actively involved and 
motivated vithout prcddin^ ov oncouragomcnt by in^5tructor? 








X 




3. Is game construcceJ so competition doei? not incorfcre with 
learning? 










X 


Vf4. Number of Players 

a. Can the grr.o he plAyod by hoth indivirluals and teams? 










X 


b. Cati all particip;>tc ucuively? 










X 


c. Can it be playec! by only one? ( .ol j ta Iru version) 






X 

1 






d. Can thn game be playet! v;itbov.t ':oacher .supervision? 








1 


X 


5. Rules and Diroc^ionc 

a. Are the rult^c• and direction.s concise? 










X 


b. Are ttie rulc^i and dir:.'ctions fully explanatory of the game? 










X 


c# Are the ruler, and (iirections easily understood? 










X 


d. Ar? EUggoj] tir)n?5 in^d'^ ':o the teacher Tor summarizing the 
content learned in r.ame? 


X 








1 




PH YS I CA L C HAPJVC TE 'X I S T T C ^ 

1. Ts the game easy to store? (Is it so 1 f -concained? Can it fit 
into file cabinet':, drr.wers, rhelvos, or other areas accessible 
to the classroor teacher?) 










X 


2. Use and Durability 

a- Will partf^ of the game last ov^r a period of. ^ime? (Are 
game pnrtr* rr'^.ilc of durable materialr.? Will the effect of 
heat, cold, and huT^idicy be negligible upon the materials 
and the usrbility of ^he game?) 








1 


X 

X. 


b. In u:ie, do the p'^rt*--. Ivircuion wl!? 






\ 
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PHYSICAL CHARACTERISTICS - ContM. 

3. Physically Handicapped (Blind, Spastic, Deaf, Paraplegic) 

a« Could a physically handicapped person play the game? 
(I.e., taking into account that another student could 
spin a spinner, throv and/or read dice, move tokens, etc., 
for the handicapped person if nccesnary, would the game 
then be playablo to the handicapped?) 



o 



u 

OS 

o 



so ae Ciin 



(0 



Gould the game be modified for the physically handicapped? 
(E.g., cards, peper r.oney, etc., can easily be adapted 
for bliad students by using a stylus.) 



c. Could a physically hp,ndicapped person play the solitaire 
version of the gc.-ne, if any? (taki^^ ^nto a-zcount the 
modifications suggested in 3.b,) 



4. Consumable Matcjrinls 



a« Are consumable materials inexpensively rer^laced? 



Approximate ^replacairent cost of consumable materials 



b. Could a quick subfinituticn be ra^adf. for each part of the 
game if the need would arise? Or an the pame be played 
with missing part<5? 




X 



c. Are playing places unlikely to disappear? 



5« Extra Equipment 



a. Is the game constructed so as to eliminate the need for 
extra equiprarnt ^ach as overhead projectors, filmstrip 
machine, at'^. .7 



b. If equipment is necessnry^ what kinds? 




SHARP SHOPPER emphasises consumer practicec in the areas of food, clothing, shelter, 
and finance. Situation ctwds in these four areas point out useful facts, tips, and pitfalls 
of consumer prc' *'lce3 which t^'ould be of utmo^u importance to the adult student. Blank cards 
are included in -.he game so that additional situations may be added. Also, variations for 
play are suggested in th'i rules. Situations nust be re^d aloud In order to acquire the 
knowledge but ir is possible to pl^.y the game without reading aloud, thus greatly reducing 
the possibility of pny IcavninR. A fow of the situation; represien*- judgments with which 
we might not agree. 
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BEST m muiu aisi 

Publtoher Urban SysteUiS, Inc^ 

Publication Dato 19 70 

Co3t $11-00 



Suggested Number of Players 2^4 



■'fSee Student Intereat, question 4 
Reading Level required to read rules 7*9 
Reading Level required to play garoe 9>9 



DUCATIONAL POSSIBILITIES 

1. Is the infon'-.^kti.^'i ^iccurnte? 


o 

52; 




Somewhat 




(0 

>< 

X 


2, Objectives 

a. Are ter.chicj c^bj^ctiv a clear? 








X 




b. Are teaching objactivee -.elevant to targeted student 
grctrp? 






X 






3* Is game b^cd on r^rj.-life nituatlcns nod derit 




X 








4* Does winninc reruire tu^arjledge rnther than luck? 






X 






5# Doeii^ tho gar^ iipprovo attitudes toward learning? 








X 




v> ». ^. li.;^ c» ^ ji j-i/t! i.'-vt:io ill, co^nj.Li,v" Qc no VI or 4 








X 




7. Time 

a. Is thfi tine rr:jv'juirrd Lo play the g^me reasontible 
in tcrma of norrr.l clansvoom periods (40 nin.)? 


X 










b, Cnn the gano b^. rc!p.pted to different time limits easily? 










X 


c. Does the Q'^'^^ia'* r^f^ lonrning ju^t^fy the tirre spent in 
preparlnin; ctud^atn to plry the gatnr}? 








X 




playln'3 thn gan^? 








X 




8. TFlexibll-* ^v 

a. Cnn the patne bo ndipted to Appeal to different 
nge groups nnd v^tain its educational value? 


X 










b# Can the game r^ontent be changed to Ttieot the needs of 
different: ?*.bili^y iovels within age groups and ret/iln 
its educaticanl value? 


X 










9* Dees tho C3rr3 teaich rr tej4L, i*e., ct^u the g^me bo played 
without bac!<o;rc:ur''' Vjarnir^j? 










X 


.0. Kathetnatlcal C'^lrulA':ionr: 

a. la the 8^*^^^ ccr.r^ciur:ted so an to eliminate tha ncKid 
for mathor^'^t icn • cr, <.cu l^. t ionfl? 


X 
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EDUCATIONAL POSSIBILITIES - Cont'd. 

b« If math is required » what calculations are used? 
Addition, subtraction 


O 




44 

1 

CO 




M 

«l 

H 


STUDENT INTEREST 

1« Is the game aesthetically appealing? (colors, artvork, etc«) 










X 


2« Does it appear that students will remain actively involved and 
motivated without prodding or encouragement by instructor? 








X 




3« Is game constructed so competition does not interfere with 
learning? 




X 








ycfy^ Numoer ot riayers 

a« Can the game be played by both individuals and teams? 










X 


b* C«*n all pcrticipate actively? 












Cu Can it be played by only one? (solitaire version) 












a« Can the game oe piayea wicnout ceacner supervisioni 






X 






5« Rules and Directions 

a« Are the rulen and directions concise? 


X 










b* Are the rules and dl 'ictiono fully explanatory of the game? 




• 


X 






c. Are the ruler and directions easily understood? 




X 








d« Are suggestlonB made to the teacher for sunmarlElng the 
content learned In the giine? 


X 










PHYSICAL CHARACTERISTICS 

1. IB the game ensy to etore? (Is It eelf-contalned? Can It fit 
Into file cablnetn, drnvere, nhclveB, or other are&s acceselble 

to the clarisrocra "tefich«sr?) 










X 


2. Use and Durability 

. . a* Will parte of the gam^ last over a period of time? (Are 
game parta made of durable mnteriala? Will the effect of 
heat, cold, e-.C huoliltty be negligible upon the materials 
and the unobllity of the gac>e?) 










X 


b« In use, do the parte function veil? 






X 




I 



• 
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PHYSICAL CHARACTERISTICS - Cont'd. 

3. Physically Ucndicr-jped \.Blind, Spastic, Deal, Paraplegic) 

a. Could n physically hMidicapped person play the game? 
(I.e., tak:'.n3 into r.ccount thet another student could 
spin a spinner, throw and/or read dic^», mo.ve tokens, etc., 
for the hanrlicapped person if no.cessary, would the game 
then be playable the handicapped?) 



b. Could the gaup. be Modified for the physically handicapped? 
(E.g., cards, paper money, etc., can easily be adapted 
for blind students by using a stylus.) 



c. Could a physically handicapped person play ths solitaire 
version of the game, if any? (taking into account the 
modifications suggested in 3.b.) 



A. Consumable Ilateriale 

a. Are consumable materials Inexpensively replaced? 



Approximate replacement cost of consumable, materials 
No instructiun given ns to replacement of consumable 



b. Could a quick subctir.ution be made for each part of the 
game if the need v;ould arise? Or can the game be played 
with missing parts? 



Are pliying pi'2C'^r unlikely to disappear? 



5. Extra Equipment 



«. Is the game constructed so as to eliminate the need for 
. extra equipment such r.s overhead projectors, fllmstrlp 
machine, etc.? 



b. If equipment is necessary, what kinds? 



o 

25 




4J 

i 

o 



sone cin 




X 




V 



CO 



X 



players to bcc-^o j> tor-m's Air Quality Manager and thus players are faced 
T' lh^ri°''^ coinplexitioa involved in conLroUing the quality of the air over this 
town. SMOG enables riay^^rn tc- umleratand dilfeirent sides of the pollution question and 
in regard to pulley ^ecinlon tpaking. It is probably too difficult for most Adult 
Basic Education students or lower nihility high school students. However, it could be 
educational value to D:ore abln. grouns and might be used in Science, Social Studies, or 
Consumer Educarion cJ.asses. Tt is ntscessary to play several times In order to get full 
benefits. 
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SOUP'S ON! 



Publisher DidacUroa Inc. 



Publication Date. 
Cost • 



1S70 



ndnimum probably 2 
Suggested Number of Players maximum 
*^Sco Student Interest, question 4 

Reading Level required to read rules 

Reading Level required to play game 4,1 



DUCATIONAL FOSSIBILITIRS 

1* Is the information accurate? 


o 




Somewhat 




Yes 


2. Objectives 

a. Are t^Gchlnc nbj^ctives clear? 








X 




b. Are teaching objectives relevant to targeted student 
gronp? 








X 




3. I8 gacae based cq real -life nltiwticns and declcimis? 






X 






4. Does winning re^iuire Icncviled^e rather than luck? 


X 










5. Does the sar.e improve attitudee tovard learning? 




X 








6. Doen the bst^ r^qr.lre high Irvols of ccsnitive behavior? 


X 










7 • Time 

a. Is th'i uim2 vequirrd to piny the pema reasonable 
in terps of norm:il -la!?sroom periods (40 tninO? 










X 


b. Can the game hr> ndnnt-^d to different tine limits easily? 










Z 


c. Does the amrtint of learning justify the time spent in 
proparin*; ntudentc to ^iliiy thci game? 




X 








d. Does the arwunt c^: lea-rnlns? justify the time spent in 
playing; the f;^me? 




X 








B. Flexibility 

a, Can tho gaipo be ndapted to appR^l to different 
age groups and ratnln its educntional value? 


X 










h. Can the game conuent be changed to meet the needs of 
different nbiUty levels within age groups and retain 
its educfttiv-nal valv.e? 


X 










9. Does the game te-ich or Ceiit^ i.e., c^n the gpmo played 
without brckground In/^.rntng? 










X 


0* Mathematical Calculi?ttons 

a. Is th?^ game crn<^tru':t^d so to '^.limlnat*^ ths reed 
for m'^then^ticnl ralculatlon^? 










X 
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EDUCATIONAL POSSIBILITIKS - Cont'd. 

b. If math is required, v;hat cnlculations are used? 


0 




1 

i 




:J5 

V 1 


/A 
// 






// 

V 


//i 


STUDENT INTEREST 

1. Is the game aesthetically appealing? (colors, artwork, etc.) 








X 




2« Doe.9 it appear that students will remain actively involved and 
motivated without prodditig or encouragement by instructor? 


1 


y. 








3# Is game construcced so competition does not interfere with 
learning? 










X 


*4. Number of Players 

a* Cfin the gans be played by both individuals and teams? 








X 




b« Can all particijiate actively? 










X 


c« Can it be played by only one? (fiolitaire version) 




X 








d« Can the gnre be played without teacher supervision? 






X 






5. Rules and Directions 

a <, Aro the rulc%*5 and directions concise? 










X 


Are the ruler? and dir^ctvon.s ful^.y explanatory of the game? 










X 


c« Are the rules nnd directions easily understood? 










X 


d. Are su3gest:ion8 made 1:0 the teacher for suTrmarizing the 
content learned in the game? 










X 


PHYSICAL CHARACTKRISTICS 

1. Is the game ensy '-o store? (Is it self -contained? Can it fit 
into file caHinetc, drawers, shelves, or other areas accessible 
to the classroom teacher?) 










X 


2, Use and Durability 

a<, Will parts of the game lost over a period of time? (Are 
game prrts m«de of durable materials? Will the effect of 
heat cold; ^^nd humidity be negligible upon the materials 
and the usability of the game?) 










X 


b. In use, do the partn function well? 






X 




11 ■ 
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PHYSICAL CHARACTERISTICS - Cont'd. 

3i Phynlcally Fi/n^iiccpf cd (B.liudo Hpai?tic, Deaf^ Paraplesic) 

ai Could £ phy?icp,13.y .'iarjc?icayrcrl person play tho same? 
(I.e., tr^cii^j :^.ntr' ac.cov.it thct r:;other ri tudent could 
r.pln ?. rpiaror^ thvo-.T r.nd/o:j md d:'.ca, rovi tokcnci etc.| 
for tho haud5.cappc:;d - srnor. if necoGo.iry, juld the game 
then be playable to /:hr. l^audir/i^-jed?) 



b. Could tb3 0*.- - :/odlfied tor* fch^^. phyaicclly handicapped? 
(E.j>.5 cnrdcj paper rpnf /, c'^c, caix e.^.sily be adapted 
for bli.id stu.''sntn bv tv:. nr -x o-yltv.) 



c. Could A physically hnadluapp'^.d ^,3rncn piny t! a oolitaire 
veri:5ion of tha :iavC'^t :li any; (tcklnfj into account the 
nodiricaLicnCt cn^yionajd ic 3.b.) 



A. Consumable "latorialc, 



a*. Are consu^?abl3 nnfo rials iucutpfcunively replaced? 



Approy:xcatc^. rc:ilr,cr:rv.^.r'r. coa^: of conswnr.ble tocterlals 



b. Could a qui?.k ^-v\b'j^::'.ti'tion bn "I'^de <^or each part of the 
p,nriG if. thn r^^d \;D.dd ariju? can 4:he gam? be played 



c. Am Dl^.yiI^E^ pJ-^oen r\\l:lk->ly ro dlr«opor».r? 



5i Extr^^. Equi^.^racn': 

a. I3 ths p^rr-^. conr^tTuonoc cr n to nlirlnate the nocd for 
ciccrr r quip:..f:nf. rva'i c?. overhead projnctoroi films trip 



b. If equipronr. in n^^ccraar^-^ uhpl kind'^t? 




X 




soiui ca i 



X 



game 



SOUPS ON f pi 'ip.orn^. to ^c ^^fco cn^'ar.ci'.rstc.nains or a baiancod diet, however, 



played lik^. bingn, th^.rn aro ro d'^olKlon to bo irade and only luck is involved in the 
winning of th^ p,avA^ . ^''vdor^ta r>ay obtain acmo ttiislnformatlon because all foods are grouped 
in the folloxjlnp ol:: n-^.tr^p^rif ^: r^ontly protr^ln, v^^getable, mostly fat, fruit, milk, and 
starch, Thlr, "^jould ncr):.\i:)^. n^o':': (.udont'^ nlnce the categories do not adhere to any specific 
pattern auch as nutrit-'.nnal f;3roitp^ nr Zood '^rnupn. Also, the ''mostly starch'* group includes 
such thingn a« rr^^'^n, rr.d chili. There food., arc generally thought of as in 

the milk pnd me grruc.^, rocp^ctiv^^.ly. I'Vryerr. are attracted to the game at fiist but soon 
become bored. 



- 84 - 

00C89 



SWINDLE! 



no maximum 
minimum 



Publisher Chari;jing Timas Education Ser vice 

Publication Date ^>971 

Cost $42.30 (entire rescarcc unit) 



Suggested Number of Players probably is 7^11 

*See Student Interest, question A 

Reading Level required to read rules 4>8 
.leading Level required to play game 4^8 



DUCATIONAL POSSIBILITIES 

I. Is the infornrtion accurate? 


o 




Somewhat 




>^ 


Objectives 

a. Are teachiag objectives clear? 










X 


Are teaching objectives relevant to targeted student 

Krotro? targeted group stated but suitable for 

^ many gruupc ^ 












3. la gAD'j bop.Cii on real -life situations ond decisions? 










X 


4. Doea vinnins require Icnor-ledge rather than luck? 








X 




5. Does the game itanrovr ^n'^clti'des tofvard loata^ng? 








X 




6* Does th« gcre '-a:?if.ira hir;h I'^vels of cognitive behavior? 








X 




?• Time 

a. Is the timo re-^ulred to olay the .'^ame reasonable 
In terms of norrrcT clnssroooi period^ (40 minO? 


X 










Can the game be ndcpt«d to differ'=;nt time limits easily? 




X 








c* Does the a^wnt i2 l^f^rning justify the time spent in 
preparir.fj stuclen!:.r to ^Iny tho game? 








X 




Does the arrount of l-^arning Justify the time spent in 
playing the c^^-? 








X 




8* Flexibility 

a. Can the p,eire be adapted to appeal to different 
age groups and rc*:r*Ln its educational value? 






X 






b. Can the ^ame cuntert bs changed to meet thp needs of 
different ability Icvelr. v;ithin age groups and retain 
Its educational vnlue? 








X 




9. Doep the game teach teat, l*e., can the gare be played 
without background l(jarn:^.np,? 










X 


.O*' MathematlcGl CalcuIntionB 

a. Is the gpme construcnr>d pa as to eliminate the need 
for matherraticA? caVjtliF\tion8? 


X 
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EDUCATIONAL POSSIBXLIT [F/i - Cc;u'd. 

b. If math Is rnquirod, v;hQt: calculations are used? 
additioa, rubt:rac^J.on 


No 


I 


CO 

B 
o 




Yes 


STUDENT INTE lEST 

!• Is the gam:; aes thcticr.l '.y r.npealin;^? (colors, artwork, etc.) 








X 




2, Does it appoav that ^tiulcatr will rer'aln actively involved and 
motivated uitWout proddiup, or encou;:agcnent by instructor? 








X 




^ Tq pflmG con<itnictjd no conio'^ti t ion do3S t:Ot "interfere with 
learning? 






X 






^4. Number of Playe-.-s 

a. Can the ^Qn*.'^ bi) played by both individuals and teams? 










X 


b* Can oil participate loizively? 











X 


c. Cnn It bo piaynd by cnly oncV (solitaire version) 


X 










d* Can the g^rr/} bo nlrtync' without teachor super^'is ion? 










X 


5. Rules And Direc'jicn: 

a, Arn che ruljo ir.d directions concise'; 




X 








b. Arc the rulor^ ^aC directions fully nxplana'ory of the game? 










X 


c Ar*:! th*^ I'l'lert r.ncj oircccionc easily underr^tood? 










X 


d. Arf: nu3f;e.nt ionn ni^dc to che teacher for summarizing the 
content lerrnod x'^ ga;ro? 












PHYSICAL CH:\RACTErjSTIC? 

!• Is the game e'^cy ^.o ntorc? (Is it self-contained? Can it fit 
into file cabinets, (irrA.crs, jhelv^s, cr other areas accessible 
10 the clacsrrc.n tea/aevT) ^ 










X 


■ ^ ir — — 

2 llqp and niirrhil^t; 

£*• U»-'^- r\m.j lymjL'. ujuj. xu/ 

a. Will nartu of ^hc p,nai?? last over a period ot time? (Are 
f^ame parte r^^' on c'jrabip pnterials? Will the ertect ot 
hent, cold, and hu-.i^dity be negligible upon the materials 
and th^^ u'^ability of the ,^f^m'^?) 










X 


b. 1j[ uce^ do i:he nr.rt.i function ^^ell? 










X 
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PHYSICAL CHARACTERISTICS - Cont'd. 

3. Physically HancilcappQi (Blind. Spcfitic, Ueaf, Paraplegic) 

a. Could a physically h&ndicr.ppad rerson play the game? 
vi.e., taking into nccourt thr.t r.nother student could 
spin a cpiLAcr, thro:? end/or racJ dice, move tokens, etc., 
for the hanuicappod person iC noc-ariary, would the game 
then be plr.ynblci th'i hnndicoppod?) 



b. Could the grxi- ba mo'Jlfied for the physically handicapped? 
(E.g., cards, papei r.onay, etc., can easily be adapted 
for blind students by using a stylur, .) 



c. Could a physically hf.ndlcapped person play th«5 solitaire 
version of the co^a, if any? (taking into account the 
modifications sugRost'^d in 3.b.) 



A. Consumable Materj.vla 




a. Are consumable natarials inexpensively replaced? 



Approximate r'^p.lacoinont coct cC consumable materials 



b. Could a quick r.i'bstitution b'^ r.>.ado for each part of the 
game if the rceJ. would ariop? Or can the game be played 
with misfjing T>f>rta? 



c. Are playing p.^.ecnr wllkply to dir.?.pp?er? 



5. Extra Equipmart 



a. Is the o^r.e constructed no r.s to eliminate the need for 
. extra equ.<pment auch as overhead projectors, fllrastrlp 
machine, efc? 



b. If equipment is nocnj.^aty, vrhet kinds? DupllcaClng 
machine needed for copiRS of some forms. 



o 
2; 



Xi 
15 
(U 

H 
o 

CO 





jome 



X 



(0 



can 



X 



SWINDLE is includ.jd in The Marlte-place. a resource kit for teaching consumer education 
and cannot be ourchaae.d nep^-ratrdy. Players of SWINDLE try to make wise choices and 
to avoid gyps md fraudr;. Vl&yerr learn ':o cvaluatr and investigate choices before they 
decide upon thn.lr purchases, ^'tud^nts r^^celvn, valnnblc experiences in decision making, 
In areas which are v-ry ^elevr.r.t to th^. Adti.'.t Bapic Education Student. SWINDLE is some- 
what fun to play but i". cm b.^ vlryed enlv onp or two ♦".Imes because students will be 
able to memorize the rcultr o£ purchneefj and l:hufi play without learning, 
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WHI2ELS 

Publisher PQul S. Amidon & AsBocla toa, Inc. Sugpasted Number of Playera^J^ 

Publiccticn Date ^^^^ Stcdent Jnterost, question 4 

Cost $40.00 Reading Level, required to read rules 

RcGdlnji Level required to play garoe 12,6 



:DUCATI0NAL POSSIblLIXIES 
!• Is thi infurmt-.on .'^ccurnte? 


0 




Somewhat 


X 


Yes 


2. Objectives 

a. Ar.^ icachinc cbjoctlvoo cle«r? ^,^4. stated. 












b. Are tor.chin^ obloctivcB relevant to targeted student 

o^™r'^ li.S. sophcr^ora to seniors nre interestea in ouying 
"4 • cr.rdc. 










• 


3. la ©ane bflce^J op Tecl-iirt^ >y:itu.V:im3 .nnd declslTms? 










X 


4. Does i7lnnln2 rcqiiir« ]aici?lndcci rather than luck? 






X 






5. Does the r^r.r^Q ^.VT-yrovc attlLudop tcvard learnins? 






X 






6. Doeo iihe grxe racyjiro !ilr/h Icvelo of cognitive behavior? 






X 






7. Time 

a. I3 th<? ^■'.u'i re-^^uifod to plsy *:ho n^'-Tnc; reasonable 
in te^m.'^ o2 noripl jlnrToon periods (40 nin.)? 


X 










b. Can th^- gniie ba r>dr.-*t'fd to difforf^nt tire 3iTnits easily? 


X 










c. Doen «:ho ^.r."^\r\t I'^rr-^in';: justi:^y the time spent in 
propnrir:^ n*:r.d^n*:c to rl;?y the grme? 








X 




d. Doeo the -^r^m^. 0^ Joanin? jur.tify the tiiK spent in 
pl'^yinfj ^:hc n^'^'^V 








X 




8* TleKibilitv 

a. C^^n the [»r'j;0 he ar^antnd to npnecl to different 
Gge grouDS x?nc' reta^.u ttn oducntlonal value? 


X 










b. Can the patne content be chanrjed to ireet the needs of 
different ^.bllit; levelr -within r.C5c jgroups and retain 
ito odt^^ir.lonnl irnluo? 


X 










9. Does the ji^riro :oach or tert, i.e,, can the game be played 
without h/^c^^jjrrurd le.^rninc? 










X 


.0. Mrtthetmticcl Calculation:) 

f. . lo thn pane 'ionr.tructr^J ro ns to 3litntnate the need 
for trntheT^ti^.rl c Iculations? 


X 
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Ill] an K'i^W 

riUULAi iUNAL rUbainlLiJ o ^ Lon^ u, 

b. If math is required, what calculations arc used? 
Addition, subtrraction, nailtlpllcation* 


0 




u 

•i; 

o 

•/ 




^ 1 

>< 


STUDENT INTEREST 
!• Is the game aesthetically appealing? (colcrs, artwork, etc.) 








X 




2. Does it appear that stuc^entr, \;iLl remain actively involved and 
motivated without prodding or 3ncouragement by ir'Structor? 




X 








3. Is game constructed so conpotition does not interfere with 
learning? 










X 


^'fA. Number of Players 

a. Can the game be nlayed l;y both individuals and teams? 








X 





b. Can all participate rctively? 










X 


Co Can it be played by .>nly one? (solitaire version) 






X 






Can the gatne be playoc' without teacher supervision? 




X 








5t Rules and Directxono 

a. Are the rules and directions concise? 




X 








b. Are the rules and directions fully explanatory of the game? 










k 








X 






d. Are suggestions m«5do to ihe teacher for summarizing the 
content learned in t:hc j^ani3? 


X 










PHYSICAL CHARACTERISTICS 

1. Is the game ensy to store? (I.«i it self-contained? Can it fit 
into file cabinefi, drawers, shelves, o;: other areas accessible 
to the classroom coache^*?) 










X 


2. Use and Du/ribtlity 

a. Will part5 of the [jnr.io lasn over a period of time? (Are 
game partt^ mCc of d-jrablo. materials? Will the effect of 

lie CI U y L. U J. U 1 ctlilJ llUIUJLv i- V. y UC ilv.. ^ i Lft^ i I.' i.^ U pw/ll d\a L Xo L o 

and the usability nf the cyamc? ) 










X 


b. In use, do the o'^rtr function well? 










X 
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PHYSICAL CliARACxERlSTICS - ConuM. 

3* Physically Handic/ippad (Blind, Spaatlc, Deaf, Paraplegic) 

a* Could a phynl'^.p.lly handicnpped person play the game? 
(I.e., takinn into acc.'^vat that another student could 
spin L r.pinne:;, throv; and/or read dic3j, uove ♦:okens, etc., 
for the handicapped porsou if necessary, would the game 
then bo playable to chc handicapped?) 



o 



b. Could chc '^ama be raoclifiecl for uhe physically handicapped? 
(E.3., cards, pjipGv moneyj ate, can easily be adapted 
for blind r.tudrmts, by using ^ c^ylus.) 



c. Could a physically h£»ndic:appcd person play the solitaire 
version of tho. gaic.^^ if p.ny? (takiuR into account the 
modif icationo GUgger^ted in 3.b.) 



4. Coneumable yntnrirls 



a« Are consumable materir^ls InRxpeusively replaced? 



Approximate repl'^.coTrcinc cor^t of consumablo. materials 
No insturctionci i^iven as to purchcso ov duplication 

of consumable trr.terialr. — 



b. Could a quick substitiv.ion be. m^de for each part of the 
game if thj. need voul-'. arise? Or can the game be played 
with mir:5:iro; nr,Jt*3? 



Ct Are playln^j pikers uilikely to disappear? 



5, Extra Equipment 

a* Is the y.ay..^ con^^nructed ac ao to eliminate thiy need for 
extra :^qulpmo.nt ruch overhead projectors, fi.lmstrip 
machine, etc.? 



b. If equiprrnnt is nec^ i3fr>ar;'r> vrhnt kind^? 




4J 

B 

o 

73 




(U 



som J can 



X 



WHEELS is a simulation in ^7hich playerr. assume different roles and undertake the decisions 
and financial cc tr. of o^mlnp, ard operatiu'^, an automobiln. The simulation takes a very 
realistic approach tho problem of nutoaobil^ purchase and operation and includes such 
factors as insurance, unexpcc::ed happeiJ-n^G, repairs, gas mileage, etc. Teachers or 
students must read the ..ntro(:uct ion and p^gen on iu. urar.ce arJ credit which could be 
boring to students. The oubJisber claims that the Inf orrr.ation is based on actual records 
(i.e., repair record.i in the r.lir.ulatiori arc Troni real repair records of the cars repre- 
sented) • The simulation r^-'^^vld-^s tar-, cpnortunil-.y for each player to win if reasonable 
decisions are mad- and if ^ihr.ir luck -rod. IWKUR involves a considerable amount of 
reading rnd worV with chrrtF ^jhicti may br. beyond th- ability of Adult Basic Education 
students. If the r^ad:ln3 lev^l wn^e lower, it would aid studerts with limited reading 
ability. The simulatxor: L.is nuch edur-.tioaal potential but was not as much fun for our 



students as many other evlucatiouaj games. 



ERIC 



00095 



Women* 3 Lib 



Suggested Numbe:: of Players 

^^See Student Interest, question 4 

Reading Level required to read rulCvS 10> 7 

Reading Level required to play game _9,_8 , 



EDUCATIONAL POSSIBILITIES 
1. Is the information accurate? 


0 


1 


Somewhat 


1 

1 


Qi 

>* 

X 


2« Objectives 

a. Are teaching objectives clear? 




- 






X 


b. Are teaching objectives relevant to targeted student 
groop? 










X 


3. Is game bas:^d oo real-1 aituations anci deciBions? 










X 


4. Does winning require kxiot^lodje rather than luck? 


X 










5. Does the game inprovc actitudes tcvarv^ learning? 








X 




6* Docs the po'n^ require high levels of ccgnitivo behavior? 




X 








A 7. Time 

a* Is the cine required to play the game reasonable 
in terms of aonnnl classroom periodr. (40 min-)? 


X 










b. Can the be adapted to different time limits easily? 












c. Does the araouut of Inarning justify the time spent in 
preparing stuc'ents to ploy the game? 






X 






Does the amount of learning justify the time spent in 
playiny; the g;^me? 






X 






8, Flexibility 

a« can the gr:po be idapt^^d to appeal to diif^rt-nt 
. age groups ind retain its educational value? 


X 










b. Can the. game content he, changed to meet the needs of 
different ability levels v/ithin age groups and retain 
its educational value? 




X 








9. Does the gane ^.'irrh or st, l.f^., can the pame be played 
without b'^'xkground learning? 












10* MathemsLical Calculations 

E. Is the ?^mc constructed so 03 to ^Uiminate the need 
for mathematical cnlculationt;? 


X 











Publisher Urban Systems, Inc. 



Publication bate 1970 
Coat $8.50 
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ZOUCATIONAL POSSIBILITIES - Cont'd. 

If uiath is required, whnf- caloulationfi are uned? 
Adii t ion , :iub t rac t ion 


No 




Somewhat 




Yes 


STUDENT INTEREST 

1. Is the game aesthetica'-ly appealing? (colors, artvork, etc.) 










X 


2. Does it appear that stuc'ents v;ill remain actively involved and 
motivated without prodding or encouragf^ment by instructor? 










X 


3v Is ^ame constructed so coin,)Ctition does not interfere with 
learning? 


X 










'V4. Number of Players 

a. Can the game ba played by both individuals and teams? 


X 










b. Can all participate actively^ 










X 


Can it be plixyad^hy only one? (solitf^ire verfii^on) 












d. Can the gme be ^^Inyed without teacher supervision? 






X 






5. Rules and D-i^recticnw 

a. Arc the rulrs and dlrectiion? concise? 






X 






b. Are the rules and direr uions fully explanatory of the game? 










X 


c. Arc the rules end direction*? easily understood? 










X 


Ci, Are sur^.-^stions tr^de to I'he teacher for summarizing the 
content learned in iihc pr.ij? 


X 










PHYSICAL CHARACnRIS'LTCL: 

1. Is the game easy to f)tore? (Is it self-contained? Can it fit 
into file c^ibinctR, drnvers, shelves., or other areas accessible 
to the clyifisroc.n teacrcr?) 






1 




1 

X 


2. Ur3 and Durability 

a. Will rart. oi tho [:,Gmc Inst over a period of time? (Are 
game parts r.sirlc of durable m/^tnrials? WIT the effect of 
heat, cold, and humidity be negligible^ upon the mat-.erials 
and the tsability of tho game?) 










X 


b. In use, do the [)art5 function well? 










X 
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PHYSICAL ChAKACTERISTICS - Cont^d* 

3, Physically Handicapped (Blind, Spastic, Deaf^ Paraplegic) 

a. Could a physically h.'^.ndlcappr^d person play the game? 
(I.e., taking into recount that another i^tudent could 
spin a splr.n?.r, throw and/or read dice, move tokens, etc, 
for the handicapped nersou if necessary, would the game 
then be playable io the handicapped?) 



b# Could i:he game be modified for the physically handicapp'ad? 
(E.g., cards, pape- money, etc., can easily be adapted 
for blind studentn by usinj a r?tylus.) 



c. Could a phytic ^lly handicapped person play the solitaire 
version of thn f;ame, if any? (taking into account the 
modificationc 3Ugcaoted in 3.b.) 



4« Consumable Mat.^^r.ialc^ 

a« Are consumable materials Inexpensively replaced/ 



Approximate replacement cos*^ of consumable materials 
No instructions givGn a s to replacement of consumable 
materials . — — — 



b» Could a quick rubstitntior b« mJe for each part of the 
game If the need would arise? Or can the game be played 
with misslnr; nart^? 



Ct Are playing piecea vnlikely to disappear? 



5. Extra Equipment 



o 

55 





a. Is the gan^e constrvctp^d tjo as to eliminate the need for 
extra equipment such as overhead projectors, films trip 
machine, eJ:2.? 



b. If equipmcrt"- is necoswary, vhat kinds? 




4J 

rJ 

3 

a) 

n 
o 



(0 



X 



somit can 



X 



WOMEN'S LIB is ^ game in v/hich tho players roleplay a character (each xrilh a specific set 
of goals) and hin/hor ^tttltwles tcnn ,d the Women's Liberation Kovement. During the game, 
ten major issues Ar<^. diccucsecl, Oebated, r.nd voted upon. (Background material is provided 
for each character cn cv'^ry '^sue*) Players may gain inp.ight into the various viewpoints 
reK5irdlng th^ status or ' nlt-'co*' of vromen. The t;ame is related to consumer edttce.tion in 
that the status oE wonen in the 'r/^mily and in the society affects consumer behavior. 
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YUMMY RUML'iY 



Publisher American School Foo d Servic e 
PutJ.icaticn Date 



SuggestorJ Number of Players 2-4 



IC'VO 



co8t_4 1^,00 



JfSee Student Interest , ouestlpn 4 
(5 or more must use 2 decks of cards) 
Reading Level required to read rulr« 6^j^ 

Reading Level requiveJ to play game 



EDUCATIONAL POSSIBILITIES 
i. Is the information accurate? 



Z. Objectives 

a. Are ^.eaching objectives clea*.? None stated. 



b. Are teaching objectives relevant to targeted student 
grcmp? No targeted group stated. 



3. Is game biased oa real -life r.iruaticyas and declBi^^tis? 



4. Does winning require knwledge rather than luck? 



5. Does the game iiuprove nttitudes toward learning? 



6. Docs the gatse require high levels of cognitive behavior? 



7 . Time 



a. Is the time required to play the gam^^ reasonab e 
in termf? or, normal c\an^room periods (40 minO^ 



o 



X 



CO 

o 



X 



b. Can the gar:?^ be adavt?id to different time limits easily? 



c. Does the rnrount of le^rniag justify the time spent in 
preparing Ptndents to pley the game? 



d. Does the etrfvunt o^ learning justify the time spent in 
playinc thr gnmc? 



8* •Flexibility 



a* Can the game be Adapted to appeal to different 
age groups and retr.in its educational value? 



b. Can the game content be changed to meet the needs of 
different ability levels within age groups and retain 
its educational value? 



9. Does the game teiich or tt^st, i.e., can the gaipe be played 
without bflckgrrunr^ learning? 



10. Mathematical Calculations 

1. Is the game conp^.ructed so an to eliminate the need 
for mathematical cniculations? 



X 
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BESI & IWIL 



EDUCATIONAL POSSIBILITIES - Cont'd. 



b* If math is required, v;hat r.alcularioas are used? 




STUDENT INTEREST 

1. Is ^ ^ game aopthetlcally appealing? (colors, artwork, etc.) 



2* Doi it appear that students will remain actively involved and 
motivated wiihcu^ prodding '^r encouragement by instructor? 



3. Is garce constructed no competition does not interfere with 
learning? 



^ '^4* Number of Players 

a. Cftn the game be played by both individuals avid teams? 



b* Can all participate ac-. Lvely? 



Can- it, be , played by only, one? 
could bo dfevi^-^ g 5v te a ch er 



(solitaire version) One 



d« Can th3 grme bfc played without teacher supervision? 



5m Rules and Dircctiors 

a* A^^e the rules and directions concise? 



b# Are the rule;; anJ direction*: fully explanatory of the game? 



Co Are the ri^le^^ and directions easily understood? 



d* Are suggestions made to tlie toacher for summarizing the 
nontent learned in thr ga'ne? 



X 



X 



PHYSICAL CHARACTERISTICS 

1* Is the game easy to store? (Is it self-contained? Can it fit 
into file cabinets, drapers, shelves, or other ar;?a6 accessible 
to the classroom teacher?; 



a 



2. Use and Durability 

Will parts-t of the pam^ last over a period of time? (Are 
game parts ma^'o o: rJurobln materials? Will the effect of 
heat, cold, md humidity he negligible upon the materials 
and the usiibility of the game?) 



b. In use, do the pnrts function well' 



X 
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PHYSICAL CHARACTERISTICS - Cont'd. 

3. Physically Handicapped (Blind, Spastic^ Deaf, taraplegic) 

a» Could a physically handicapped person play the game? 
(I.e., taking into account that another student could 
spin a spinnar, throv; and/ov vead dir.e, move tokens, etc., 
foi the handicapped person if necessary, would tre game 
then be playable to the handicapped?) 

b. Could the gar.e be modified for the physically handicapped? 
(E.g., cards, paper money, etc, can easily be ada^^ed 
for blind students by using a r>tylas.) 



c. Could a physically handicapped person play the solitaire 
version of the game, if ^ny? (talcing into account the 
modifications suggested in 3.b.) 



A. Consumable Materials 

* a. Are consc.j.aDle materials inexpensively replaced? 



Approximate replaco.peut cost of consumable materials 
No materi.nls .ire consumable. 



b. Could a quick substitution bp. mda for each part of the 
game if ihe need would arise? Or can the game be played 
wi th misfinc i^avts? 



c. krt playing pieces vmllkely to disappear? 



5» Extra Equipment 

a. Is the gfome constructed so as to eliminate the need for 
. extra equipment such as overhead proj actors, filmsirip 

machine, etc.? 

b. If equipment is necesHary> what kinds? 




YUMMY RITMMY is a card game in vthich players try to assemble a complete, meal of a main dish 
fruit and/or vegetable, bread, and milk. Due to the fact that the game can be played by 
attention to colorj^ without regard to foods, learning may be minimal. Since the J^anie is 
extremely simple and winning is almost entirely luck, the game can soon become boring to 
both youth and adulcp. O -rslmpl^ flcatlon of point values and unusual clasoiftcations of 
some foods may lead to playr.rs acquiring mislnfomiation. For example, peanut butter and 
cottage cheese are inc?.udtf!d with .Uic!> foods as lolly In the ^'othcr foods'' group rather 
than a part cf the Basic Tour- Cheese is not Included in the ^ilk group and equivalent 
polota are given for a hot dog and j:or two eggs with stack of pancakes. Amounts of 
foods are not Indicated and pictvircd may misleading in regard to amounts. 
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American School Food Service Association 

410'+ E. Lllff 

Denver, Colorado 80222 

Amidon, Paul S, and Associates Inc. 
5408 Chicago Avenue 
Minneapolis, Mn. 55417 

Benefic Press 

10300 W. Roosevelt Road 

Westchester, II. 60153 



Wff'n Proof 
P. 0. Box 71 
New Haven, Ct. 
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Yacyk, Dr. Peter 
Graduate Division 
Reder College 
Trenton, N. J. 08602 



Changing Times Education Service 
1729 H St., N.W. 
Washiugton, D. C. 20006 

Colorfonns, Inc. 

U. S. Committee for UNICEF 

331 38th Street 

New York, N. Y. 10016 

CUNA Mucual Insurance Society 
P. 0. Box 391 
Madison, Wi. 53701 



• 



Didactron Inc. 
P. 0. Box 1501 
Ann Arbor, Mi. 48106 

Education Ventures, Inc. 
309 Court Street 
Middeltown, Ct. 06457 

Gillum Book Co. 
Box 4504 

Kansas City, Mo. 64124 



Graphics Go> 

1107 W. University 

Urbana, II. 6?, 801 



Interact 

P. 0. Box 262 

Lakeside, California 92040 

Scholastic Magazines, Ihc. 

50 W. 44th Street 

New York, N. Y. 10036 

Urban Systems, Inc. 
1033 Massachusetts Ave< 
Cambridge, Ma. 02138 



Washington State University 
Cooperative Extension Service 
Pullman, Wa. 99163 

Western Publishing Co., Inc. 

Schod and Library Dept. 

150 Parish Drive - 97 - 

Wayne, N. J. 07470 
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